
MAGAZINE 

t°h f e YEAR 

L ■ ST ■ AMIGA ■ C64 ■ 
CPC ■ SPECTRUM ■ PC 
f U NINTENDO ■ SEGA ■ 

L 


ADVANCED COMPUTER ENTERTAINMENT 


EXCLUSIVE FREE GIFT! 

THE ACE 64-PAGE DIARY FOR 1990 

High score table...great games...essential telephone 
numbers...and much more in this essential guide to the 
coming year. 


Oi! Someone's nicked your diary 



If your copy of The ACE Diary is missing when you 
purchase the magazine, ask your newsagent. 




THE DAWN OF COMPUTER ENTERTAINMENT 

to the present day: 3-part guide to 10 years of 
gaming starts this issue... 

OVER 60 GAMES 

Reviewed and previewed, including Hard Drivin’, 

It Came From The Desert, and Leisure Suit Larry III. 


tt&L 




Flight paused. f-Tftss any K«y to continue 


Battle of Britain 

Lucasfilm reach for the skies 



Midwinter 

Mike Singleton's fractal-based Microprose 
masterpiece 

UPGRADING? SAVE £20! 

£20 off your purchase of an Atari ST or 
Commodore Amiga with the ACE Upgrade Voucher. 
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ACE s resident aircraft expert 
reveals the principles of flight 
in on page 40. 


Not content with producing a Battle of Britain game , Lucasfilms have 
stormed ahead and put out a full-blooded Battle of Britain simulator. 
Not only can you fly dozens of British and German planes, but you 
can also plan your Battle of Britain strategy - see pages 39-41. 


BEYOND WORDS.126 

ACE readers put their souls on screen in pixel prose. 
Could you do better? Prove it... 


ACE FLASHBACK! 31 

We celebrate the end of the decade that launched home 
computer entertainment. This isn't just history, it's myth 
and legend - including such unforgettable trivia as the IK 
micro advertised for running a nuclear power station! 

DEATH CHAMBER.120 

A steel womb, a vibrating control panel, and sixteen 
terrified gamesters locked in mortal combat. Is the Bat- 
tletech Centre the end of life as we know it? 


OUT OF THE SUN 39 

ACE checks out the Battle of Britain Simulator: more 
flight options than a Space Shuttle and light years 
beyond Biggies. 

THE BIG CHILL.104 

Humanity faces extinction. ..Polar bears die of 
cold. ..We plunge into Midwinter, Rainbird's most ambi¬ 
tious game to date, and discover a 20-million triangle, 
fractal-generated hell on earth. 

GOLDCUT GAMES.27 

On a cold and grey November morn, two members of the 
ACE team crept out of the ghetto and visited... Birming¬ 
ham. They returned with news of startling software devel¬ 
opments from the UK's program powerhouse: US Gold. 


SPITFIRE 

FURY... 


ACE is overlowing with games news 
again...In addition to the full reviews 
listed below, you'll find coverage of 
the latest conversions on pages 
123/124; our guide to over 60 top 
games in the Pink Pages (starting on 
p.137) - ideal for Christmas presents 
(for yourself, of course), plus three 
new fantasy/RPG's on pp.109/110. 


... * t 


BATTLE SQUADRON. 

European Electronic Zoo 
BRUCE LEE Mindscape.... 

BUSHIDO Firebird . 

CLOWNOMANIA Starbyte 
DRAGON SPIRIT Tengen . 
DRAKKHEN Infogrames ... 
FUTURE WARS Palace/Delphine 

GALAXY FORCE Activision . 

GHOSTBUSTERS Sega . 

GHOSTBUSTERS II Activision ... 
GHOULS'N'GHOSTS US Gold ... 

HARD DRIVIN' Domark . 

INTERDICTOR Clares . 

IT CAME FROM THE DESERT.. 
Cinemaware 

LEISURE SUIT LARRY III. 

Sierra On-Line 

MOONWALKER U.S. Gold . 

MYTH System 3 . 

ONSLAUGHT Hewson . 

QUARTZ Firebird . 

RALLY CROSS Anco . 

ROLLER COASTER Tynesoft.... 

SNARE Thalamus . 

SWITCHBLADE Gremlin . 

THE CYCLES Accolade . 

THE THIRD COURIER Accolade 

TOOBIN' Tengen . 

TURBO OUTRUN U.S. Gold . 

TWIN WORLDS Ubisoft . 

WONDER BOY III Sega . 
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GAMES 

GALORE! 


SPECIALS 


£20 OFF! I 


Want an ST or an Amiga for Christmas? Save £20 with an ACE Cl 














































NEXT MONTH 

$6000 A SECOND 


Some sprites are cute; some sprites are 
vicious; but this man's sprites won an 
Oscar! ACE profiles John Lasseter, a man 
who can move mountains - on screen. 


ACE carries the industry's first in-depth 
report into the psychology, challenge, and 
achievements of computer wargaming. 
Will the final battle be between men...or 
sprites? 


f Knickknack J ©1989 Pixar 


UPGRADE NOW! 


Christmas upgrade voucher. And 16-bit owners get their own upgrade discounts on pi 51. 


IN ARCADIA.14 

Coin-op futures: will Block Hole be bigger than Tetris? 

BIG BANG!.23 

The ACE Stockmarket continues with this month's 
charts as software houses suffer the slings and 
arrows of outrageous fortune in the games world. 

DIAL 999!.113 

You're in a jam: turn now to the ACE Tricks and Tactics 
section. Hints and maps for Shadow of the Beast , Spy 
Vs. Spy II on the Sega, Xenon II tips, and more... 


It fair made us weep, guv. As the ACE Team travelled back over the last ten 
years for our pilgrimage through the decade, even the iron-spirited Rik Haynes 
was seen to shed a private tear. Farewell Eugene Evans, programmer of the 
immortal Whacky Waiters, now lost down the brain drain (surely some mistake - 
it was a terrible game) to the USA; farewell the Microdrive ("...it will have a 
major impact for sophisticated personal/business software..."); and where do 
Space Intruders intrude now (probably at number one in some far Eastern coun¬ 
try). It's all there, in a giant three part series starting this month. 
However, when we actually got down to playing some of the Great Old Games, 
we got a bit of a shock. A few flickering sprites jerked across the screen, some¬ 
thing beeped, and then we got ERROR IN LINE 40059. We soon dried our tears: 
gameplay may be what it's all about, but give us gameplay AND solid-3D state- 

of-the-art displays (with digitised stereo sound) any day. 


NEWS.9 

After all the fuss over the Nintendo Gameboy, we hear 
news of a colour model...plus news of the stimulator - 
a new form of simulator that really kicks ass. A report 
too on the outcome of the historic Tetris legal battle 
between Nintendo and Tengen. 

LETTER BOMBS.17 

ACE readers explode a few preconceptions. Join them 
- you could win a prize, and a reputation. 

FREE ISSUE!.42 

ACE is here, now. The future is far away. Bridge the 

gap with a subscription for Britain's most respected 
entertainment technology magazine - and get a free 
issue into the bargain. 


REGULARS 


GAMEPLAY 


SCREEN TEST.44 

The glowing games heart of Christmas features the 
rigours of Hard Drivin 1 , the terrors of Ghouls'n'Ghosts, 
the fists of Bruce Lee, the screams of It Came From 
The Desert, the lechery of Leisure Suit Larry III... No 

Santas - but you do get a Mickey in Moonwalker. 


WIN! WIN! WIN! 


PINK PRIZES.161 

Yie ar keee-augh ch-i-ow Waaaa! Grab yourself a 
video of Bruce Lee in action, courtesy of Mindscape. 

ACE VOUCHERS.151 

Grab your vouchers and save £20 off your Christmas 
upgrade present. 16-bit owners get a go next month. 


END OF AN ERA 






























Take the wheel of your turbo¬ 
charged Porsche as you and your 
partner go in pursuit of dangerous 
criminals all driving an evil array of 
souped-up roadsters. 


Need to catch up in a hurry? Well, 
just one press of your Turbo 
Button will leave your 
eyes in the back 
of your head! 


along the roughest of dirt tracks and 
through busy tunnels - if you can hold 
the line! The low life can f||A£F |J A 
run, but they can’t hide ...VHlUfc 


AMSTRAD 


SPECTRUM 


ATARI ST 


AMIGA 


COMMODORE 


SPECTRUM 


ATARI ST 


AMIGA 


Ocean Software Limited • 6 Central Street • Manchester • M2 5N. 
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OFF ROAD 6 


Domark Ltd, Ferry House, 51-57 Lacy Road, London 
SW151PR Tel: 01-780 2222 


IBM PC • Amiga • Atari ST • Commodore 64 • Amstrad • Spectrum 


A TRUE THREE-DIMEN SIONAL WORLD 
▼ PRESENTED ON THE SCREEN! 


THE ULTIMATE DRIVING SIMULATOR 

- that leaves all other driving games behind! 

How would you like to test drive a high powered sports car on 
a stunt course? Have you ever jumped a draw bridge or driven 
a loop-the-loop? Now’s your chance! 

Or maybe high-speed driving is your idea of excitement. Step on 
the gas and try to keep control while skidding round the corners, 
weave in and out of the traffic and avoid oncoming cars! 

Hard Drivin’. available for your home computer, is not just the 
best game on offer - it’s a whole new driving experience. 

Take Hard Drivin’ for a test drive today! 


EXCITING STUNT TRACK 
WITH A 360-DEGREE LOOP! 


QUALIFY AND CHALLENGE 
THE TOP HARD DRIVER* 


TEIMGEIM 


The Name in Coin-Op Conversions. 








































• Colour Nintendo Gameboy? 

• Rent yourself a console 

• Codemasters go on CD... 


ACE NEWS 


GAMEBOY II 


Just when you thought it was safe to start saving up for 
an Atari colour Lynx console, news comes from the East 
of a new Nintendo.... 


N intendo is planning to launch a full 
colour version of its highly successful 
monochrome Gameboy, according to 
a number of unofficial sources. Its current 
monochrome Gameboy hand-held system is 
doing a storm in Japan and USA with demand 
easily outstripping supply (see ACE 27). 

Meanwhile Gameboy is set for a UK debut 
at the Earls Court Toy Fair in January - along 
with its rival Atari Lynx colour hand-held con¬ 
sole. Some cynics say Nintendo will wait sever¬ 
al months before officially disclosing a colour 
Gameboy - thus allowing them to soak up the 


profits from its phenomenally successful mono 
deck. As ACE went to press Nintendo was 
unavailable for comment. 

Meanwhile, Nintendo has just won its long- 
going court battle with Tengen over the classic 
Tetris. Nintendo now has exclusive rights to 
this addictive game - after some confusion 
over what company had what rights from 
whom. Although this Nintendo vs Tengen court 
battle is over, there is still another $100 million 
lawsuit between the two companies - this time 
over alleged patent infringement. The final judg¬ 
ment in this case will be in the New Year. 



STIMULATING! 

A Californian entrepreneur has developed a revolutionary new like-like entertainment 
race-car simulator. Developed by Driver Seat, the Stimulator is an amusement-park 
ride similar to Walt Disney’s Theatre-Simulator (as featured in ACE 27). Based around 
a Formula One racing car, the Stimulator is a fully-enclosed motion capsule - a 
scaled-down version of the many civil and military flight-simulators - which can move 
at 25 revolutions per minute. In fact, the Stimulators are built by Environmental Tech- 
tonics for training Navy Pilots. US gamesters can look forward to experiencing a 
Stimulator later in the year at their local shopping mall or amusement park - as for 
their UK counterparts we’ll have to wait and see... 



Walt Disney’s Body Wars theatre-simulator in full swing 


SEGA FOR RENT 

Virgin/Mastertronic has hit upon another 
great marketing scheme to promote its 
Sega Master console - its going to let you 
rent (or buy) Sega’s from your local video 
rental shop. 

Under the scheme, you can go into any 
RCA/Columbia outlet (there are some 1200 
around the UK) and rent out a Sega console or 
games cartridge. Although market forces will 
decide the eventual asking price, a rough price 
guide would be £10 per weekend for the con¬ 
sole (with a few games thrown in) and £2 per 
night for a game (from a selection of twenty 
top titles). On the subject of the Sega’s rental 
durability, Philip Ley - Sega Brand Manager at 
Virgin/Mastertronic - told ACE: “we’re lucky the 
Sega’s so bullet proof”. 

SHOP TILL ‘YER 
DROP 

Computer City Supercentre - the world's first 
computer supermarket - opened to a raptur¬ 
ous computer public last month in Garden 
Grove, California. As well as demonstrations of 
the latest hard and soft wares there is a soft¬ 
ware lab for testing programs. The normal 
assortment of box-shifters are supplemented 
by manufacturers such as Apple, IBM and 
Epson. The next Supercentre will open in San 
Diego, and Computer City plans to open 20 US 
stores over the next five years. Unfortunately a 
UK Supercentre doesn’t look very likely, but 
you never know... 
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NEWS 


















Bros, on CD... Darling Bros, that is! 


NEWS FROM 
USA 

• The Wizard movie from Universal Pictures - 
starring Fred Savage from the cult Channel 
Four Sunday evening comedy The Wonder 
Years - tells the adventures of two brothers at 
the National Video Game Championships. It 
opened across America on 15th November, it 
should be over here during 1990. 

• Taito America has bought up the rights to 
Indiana Jones: The Last Crusade from Lucas- 
film Games. The game should be appearing in 
coin-op form sometime this year. Previously, 
Atari Games handled the coin-op conversion of 
Lucasfilm’s Indiana Jones and the Temple of 
Doom. 

• Cinemaware games are to be converted over 
to Nintendo NES. No title details at present, 
but Defender of the Crown is sure to be among 
the conversions planned. 

IN THE PIPELINE 


COMPACT 

CODE 

MASTERS 

Veteran budgeteers Code Masters has 
come up with a novel way to sell a games 
compilation... by releasing it on Compact 
Disk for Spectrum, C64 and CPC. 

The £20 30-game compilation (including 
Code Masters “classics” like BMX Simulator, 
Fruit Machine Simulator and Four Soccer Sim¬ 
ulators) comes on a CD and leads to connect 
to a CD player. Code Masters claims its CD will 
work with 99% of players, with an average load 
time of just 20 seconds. German software 
developer, Rainbow Arts already has a similar 
CD package for the C64 - though the Arts 
pack only includes six games and costs £30. 
Amiga, ST and PC owners will have to wait for 
their CM CD games due to “technical difficul¬ 
ties”. Funnily enough, Code Masters aren't call¬ 
ing the pack, CD Simulator*. 

BUDDING 

BUDO 

Electronic Arts’ latest PC release is a epic mar¬ 
tial arts game with a multitude of opponents 
and disciplines to master. The most startling 
thing about the Budokan is its beautiful graph¬ 
ics and wonderful sound: the picturesque back¬ 
drops are complemented by life-like sprites and 
nice little animated touches like flying birds and 
waterfalls. Even the sampled sound effects 
through the internal speaker are impressive. As 
with many EA PC titles, the full complement of 
graphics modes and sound boards are catered 
for. ACE has played an preproduction version 
of the game, and it not only looks and sounds 
good but also plays extremely well - check out 
next month’s issue for a full review. PC 
Budokan costs £24.99 and should be available 
now - other versions may follow later in the 
year. 


NO SEXIST 
SOFTWARE 

OASIS (Organisation Against Sexism in Soft¬ 
ware) recently celebrated its first anniversary. 
Sandra Vogel, founder of the organisation and 
keen ST gamester, decided to campaign 
against sexist software after playing one offen¬ 
sive game too many. Vogel says, “I can see no 
reason why stereotypes of women (or men) 
should have to be used in computer games. 
One of the advantages this technology has 
over other games media is that you can do lit¬ 
erally anything with a computer”. 

Membership to OASIS costs £3 (£5 over¬ 
seas). Members receive six magazines a year, 
lists of recommended software and names of 
useful organisations. If you’re interested make 
cheques payable to Sandra Vogel or send an 
SAE to: Sandra Vogel, 3 Alden Court, Stanley 
Road, Wimbledon, London SW19 8RD. 


Entertainment International is so pleased with 
its latest game that it's licensed the title out to 
leading US software company Lucasfilm and is 
planning coin-op, console and hand-held ver¬ 
sions. With a provisional title of Pipe Dream, 
the game was originally created by John Dale 
at the Assembly Line, but once Lucasfilm got 
involved with the project, it underwent some 
tweaks in the looks and playability depart¬ 
ments. Pipe Dream is one of those simple, but 
infuriatingly addictive, arcade/puzzle games 
like Tetris or Xor. Expect to see it sometime in 
January on Spectrum, C64, CPC, ST, Amiga, 
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Eat your heart out, Bruce Lee! 
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Mike Day: programmer, 
record breaker and part- 
time juggler 


Jurgen 'well ’hard 1 Friedrich 


on the ST using Turbo C and Art 
Director. The final source code is 
350K-400K with a ratio of 70% C, 
30% Assembler. The hardest part 
to write was the rotation code, 
the most difficult version was the 
PC, due to its lack of horsepower 
and differing graphics modes. 
The 16-bit versions maintain a 
frame rate of 8-10 a second, with 
over 150 objects on screen at 
the same time. Friedrich started 
out writing utilities for the Apple II, 
but he got so hooked on the 
Star Wars coin-op that he wrote a 
Mac version. Hard Drivin' is his 
second game, and he will proba¬ 
bly be writing the 16-bit versions 
of STUN Runner. Friedrich foresees a trend 
towards 3D graphics and more complex 
games with “artificial worlds where four or five 
players can interact together...” 


HARD DRIVEN’ 


ACE INTERVIEWS THE GUYS BEHIND DOMARK’S 937- 
RATED RACER 


Jurgen Friedrich and Mike Day are the program¬ 
mers behind the ST and Spectrum versions of 
Hard Drivin' (reviewed on pages 46/47). Spec¬ 
trum Hard Drivin' took five months to write. Day 
used a Tatung Einstein as a development sys¬ 
tem until the source code got too big, he then 
switched to a PC 386 PDS system. The final 
source code comes in at 200K, including the 
bitmap graphics Flex data. Day spent the first 
month optimising the polygon handling routines 
- the final game runs at 5 frames per second 
with a “virtually unlimited” number of on-screen 
objects. The CPC and C64 versions use the 
Spectrum's program code and 
data tables, “converting the 
source code onto the C64 was 
difficult - the original C64 pro¬ 
grammer opted out - but the 
object shape data remains the 
same for all versions”. What this 
means to C64 gamesters is - 
unfortunately - monochrome 
graphics, but Day offers “at least 
the C64 dash-board will be more 
colourful”. Day, a 24 year-old 
Cambridge graduate and Record 
Breaker (he's going into the 
1990 Edition of the Guiness 
Book of Records for breaking the 
unicycling record from Land's 
End to John O'Groats in 14 days, 

12 hours and 41 minutes - the 


previous record was 19 
days, 1 hour and 45 min¬ 
utes), had only written 
one game before Hard 
Drivin' - Double Dragon 
on the PC. Day made the 
move from the PC to the 
Spectrum because, “the 
Spectrum is a simple 
clear cut machine to pro¬ 
gram with no complicat¬ 
ed Operating System or 
graphic incompatibilities”. Day believes there 
will be increased emphasis 
towards 3D games in the future: 
“the new powerful graphics hard¬ 
ware will be put to good use”. 
His next game will either be 
another Spectrum coin-op con¬ 
version - probably Domark/Ten- 
gen's STUN Runner - or a 
68000 programming project 
developing complex 3D routines. 

Jurgen Friedrich, a 25 
year-old West German from Dus- 
seldorf, wrote all the 16-bit ver¬ 
sions of Hard Drivin' - except the 
Archie version which is being 
written by the Inderdictor pro¬ 
grammers (see review on page 
84). The game took about 6 
months to write and was written 


Jirgeii Friedrich 

Mske Day 

TOP FIVE MOVIES 

TOP FIVE PAST-TIMES 
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Talk to Alien vessels 


Explore Strange new Worlds 


BOLDLY GO WHERE NO GAME HAS GONE BEFORE! 
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The Space Port 

Available soon for Amiga, and ST (£24.99) 
and Commodore 64 disc (£14.99) 
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GHwSTBUSTER 


PLAYER 


ATARI ST SCREEN SHOTS SHOWN 



© 1989 Columbia Pictures Industries Inc. All Rights reserved. 
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IN ARCADIA 

HOMICIDAL FRENZY IN COIN-OP COUNTRY... 


John Cook runs the gauntlet at the recent Associated 
Leisure Preview in London and discovers a promising 
new Tetris challenger...plus 



BLOCK HOLE 

Konami 



Tetris is, as you may know, now a global phe¬ 
nomena. On Gameboy (it’s bundled with the 
thing) alone we are talking 5 million and count¬ 
ing. Counting very fast too. 

Not surprisingly, that means that just about 
every software company in the world is trying to 
produce another arcade puzzle game to be the 
next Tetris. 

There have been some pretty bad attempts 
so far - Taito’s Plotting probably being the worst 
- but now Konami have come up with an idea 
that is the best of the bunch yet. 


Block Hole is almost like Tetris in reverse; 
Tetris meets Space Invaders, maybe? The game 
is this. You control a single space ship moving 
left/right along the bottom of the screen, just 
like Invaders. Likewise you fire vertically up the 
screen - but instead of laser fire, it's building 
blocks. 

Down from the top of the screen comes a 
series of irregular shapes - loads at once. If one 
of these shapes reaches the bottom of the 
screen then you loose a life. So how do you get 
rid of these shapes? You have to fire bricks at 
them to make 'em rectangular - then they disap¬ 
pear. Then they start coming faster and faster. 
Dead simple isn’t it? But it works. 

There are a few other complications, but 
this is essentially it - and I can personally vouch 
that it has much of the appeal and addictive¬ 
ness of its Big Brother. 

As one of the most popular games on offer 
at the Preview, expect to see Block Hole litter¬ 
ing the arcades early next year. And the collec¬ 
tive unconscious being what it is, maybe a ‘simi¬ 
lar’ home computer version soon after that! 



LL 

INVESTIGATIONS 


Taito 


In recent years, after Op Wolf, Taito’s greatest 
success has to be Chase HQ. This was a chase 
driving game where you had to imagine you 
were in Miami Vice, driving a flash motor, zoom¬ 
ing after assorted mobile villainy. 

When you caught up with them, what did 
you have to do? Bash the bleedin’ car into them 
until they burst into flames and pulled over. It 


was never like this in Z Cars. 

But despite its success, I always felt that 
Chase HQ had something missing. That elusive 
touch that is the dream of all motorists who 
have ever driven in London (ave. speed during 
rush hours, 14mph). And that is? 

Simple. The ability to lean out of the car 
with a bazooka and blow all the other scum off 


M 


any of the seaside arcades 
might seem a bit empty this 
time of year but, as usual, the 
trade is busy looking at the 
entrails of the odd sacred 
goat, throwing runes, and generally reflect¬ 
ing on what bought in the most money last 
season and what they’ll have to buy to 
make even more next summer. 

To this end, there are two major UK 
trade exhibitions in the Winter - the first of 
which was held recently in London - and 
very well attended too. 

Arcade operators made the long trek 
to the Novotel in Hammersmith to see the 
latest hardware in action and they weren’t 
disappointed. The big manufacturers take 
these shows very seriously and there were 
games that hadn’t even been shown at the 
huge US AMOA show a few weeks previ¬ 
ously. 

ORGIES OF DEATH 

First the bad news. Just when you thought 
it was safe to go back into the arcades 
without sporting a flak jacket, both SNK 
and Sega come out with more electronic 
shooting galleries. 

This is made all the more depressing 
buy Sega’s effort, Line of Fire, being its 
first attempt to produce an Op Wolf clone - 
having held out for so long. Shown in proto¬ 
type only, Line of Fire utilises Sega’s well 



Line of Fire 

tried and tested sprite expansion technolo¬ 
gy, with well drawn scenery and human mili¬ 
tary types coming towards you at a con¬ 
stant rate. All you have to do is engage fin¬ 
ger onto fire button then disengage both 
conscience and frontal lobes. 

Rather than limiting the player's (and 
there can be up to two of you) ammunition, 
Sega have plumped for a bonus based on 
your percentage of hits - and overall the 
game seems an excellent example of its 
type - although I am still mildly dismayed 
that anyone should want to pay good 
money to blow away fake human beings. 

At least Line of Fire tries to remove the 
action a little way from reality by using 
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large cartoon bubbles with “Ouch” in, to 
denote when you get hit. 

SNK, of course, had a big success 
with Mechanised Attack - a two player 
clone of Op Wolf - which was, strangely, a 
great deal more successful than Taito's 
own follow-up to the mega-hit, Operation 




Beast Busters 

Thunderbolt. Will they repeat this with 
Beast Busters ? 

This can be played by up to three play¬ 
ers simultaneously - but gone are the 
human-like sprites. With this one you are 
blowing away ghosties, goblins and things 
that look like they've got terminal wet rot. 
I'd call it a cross between Op Wolf and 
Namco’s Splatterhouse myself - and as 
such I guess, skating on my philosophically 
thin ice, I'd rather see people playing this 
obviously surreal game than something 
more 'realistic'. 

It’ll be interesting to see if these sec¬ 
ond generation shooting matches have as 
much success as the former breed - but 
you can bet they won't install either at the 
Red Lion in Hungerford. 


PINBALL POWER 


Two bits of good news from the Show, 
however. Firstly Pinball seems to be mak¬ 
ing something of a minor comeback - 
which only goes to show that some pun¬ 
ters have got a bit of common. In the USA 
the revenue split between vids and pinball 
is around 45/55, but it's nowhere near that 
high in the UK - as yet. With the great 
tables that are being produced at the 
moment, however - Black Knight 2000, 
Monday Night Football, Police Force, Elvi¬ 
ra, Bone Busters, etc, maybe that will 
change over here? 

Secondly, someone has come up with 
an arcade puzzle game that is almost as 
good as Tetris (Block Ho/e - see below). 
Let’s hope there are lots more to come. 




the road (tee, hee, gibber, gibber). Special 
Criminal Investigations - effectively Chase HQ II - 
allows you to do this and by golly it is so satis¬ 
fying that I’ve got the psychoanalyst booked 
already. 

Controls are almost identical to Chase, with 
the addition of fire buttons on the strut of the 
steering wheel. Press it and - boring - at first 
you just get a pea shooter of a piece to admin¬ 
ister truth and justice with. 

But if you’re good - very, very good - the DA 



◄ Special Criminal Investigations 

T 




drops you upgraded hardware by helicopter and 
then the fun really starts. Kaboom! 

Not the kind of thing you expect to get a 
great deal of intellectual stimulation from - but if 
they ever release an M25 scenery ROM for it 
you'll have to prise me off the cabinet with a 
crowbar. 



EXTERMINATOR 


Gottlieb 


Gottlieb? Who are they? Well hold on a 
bit, Gottlieb generally makes quite good 
pintables - the latest being a super-fast 
effort called Bone Busters. But curious¬ 
ly, it has now entered the video market - 
and in the weirdest possible way. 

People like me often criticize manu¬ 
facturers for lack of imagination and 
choosing to make safe and easy 
games. But there again, it’s not our 
houses on the line if the games bomb! 

I anticipate someone at Gottlieb is 
either going to be very rich - or home¬ 
less - in the near future, as Extermina¬ 
tor is a completely new and fresh 
game. As such it seemed bewildering 
to many operators. 

The look of the thing for a start - 
digitised backgrounds and sprites. The 
theme; surreal man! You 
control a disembodied hand 
which can stamp on and 
fire at attack waves of 
household objects that 
come out of the screen at 
you. 

A non-standard control 
system doesn’t help mat¬ 
ters much - making the 
game quite difficult to get 
into. And I’m not even sure 
if I like it or not. But it show 
that someone can still use 
their imagination and is still 
willing to take a flyer in this 
business. For that at least, 

I strongly recommend you 
give it a try. 



Exterminator 



Advanced Computer Entertainment 


ARCADE 


























STAR 

PLAYER 


Actual C.64 Screenshots 


*0 h o n 


AVAILABLE^ SPECTRUM AMSTRAD CPC C.64 AMIGA ATARI ST 




















ACE LETTERS 

YET MORE MOANS - AND VERY UNDERSTANDABLE TOO - ABOUT THE LACK 
OF VERSIONS FOR CERTAIN MACHINES, A HEART-WARMING STORY OF 
COMPUTER GAMING SOLIDARITY AND A SAD TALE OF A MOTHER'S GAMES 
OBSESSION DEPRIVING HER SON OF TIME ON THE MACHINE... 


GOD SQUAD 

Dear mortal ACE readers, I am the Deity who plans to make sure that 
violent computer games stay, not only on Earth but in the whole Uni¬ 
verse. 

I believe that a computer game does not turn J.B. Good into that 
Terminator or anyone else for that matter. Violent games are great 
for letting off steam, and just for great fun. 

When my followers are killed on the field of Populous I turn to 
Operation Wolf to do the job myself. No, I don’t throw bolts of light¬ 
ning at innocent humans, I don’t even pick up an M-16 and turn to 
extreme violence - I turn on my ST! 

Why must some stupid mortals go against violent games? soon it 
will be violent TV shows. I will never understand why some mortals 
believe that violent games cause murders and so on. I’ll bet my 
Godliness that it's because they never got to play a violent game. 

I would like to make ACE the God of ALL computer magazines! 

Zsott Malota, New South Wales, Australia 

Your wish is our command; from now on ACE is the God of all com¬ 
puter magazines. 


WHERE OH 
WHERE? 

A few issues ago in ACE the Fire¬ 
bird game Rainbow Islands was 
reviewed. It was rated 934 and I 
thought it would be a great game 
to get for ST. Since then I have 
heard nothing about it. All the mail 
order companies I have phoned 
don’t have it, it's not in any of my 
local software shops and I was 
surprised not to find it in you 
Xmas ‘89 runners and drivers sec¬ 
tion. Can you tell me what’s hap¬ 
pened to it? 

Also, do you know if the 
arcade game Prehistoric Isle will 
be converted to the home 
computer? Is Golden Age being 
converted? 

Craig Sutherland, Scone 

There will be probably be an ST 
version of Rainbow Islands, but 
just at the moment it's anybody’s 
guess when, or on what label, it 
will appear. As for the other two 
games you mention, we haven’t 
heard of any conversions under¬ 
way. 


MOUSE 

GROUSE 

May I appeal to games designers, 
programmers and software hous¬ 
es to always include a facility to 
play from the keyboard and the 
mouse. Some of us out here use 
our computers for work and a) 
haven’t got the room and b) don’t 
want to have joysticks around. 
There are several games I would 
have purchased ■ but I was 
deterred from buying them as 
they were joystick only. I can fly 
around and blow things up per¬ 
fectly adequately on Mirrorsoft's 
Falcon without recourse to the joy¬ 
stick. So come on programmers - 
make sure that your products are 
available to the widest possible 
audience by including keyboard or 
mouse or joystick playing. 


Secondly, although I have 
read that some software compa¬ 
nies are abandoning the Atari ST 
for the Amiga, are they really so 
foolish as to forget the hundreds 
of thousands of potential Atari ST 
software buyers? 

Mike Taylor, Hamburg 
If you’re interested in games it 
really is time you got round to 
buying a joystick; it makes a lot 
of games a whole lot easier and 
more enjoyable. However , we 
take your point - programmers 
should , wherever possible, 
include mouse and keys options. 
As for your second point we 
doubt whether software houses 
are quite so foolish as to aban¬ 
don the ST. It's a strong market 
for them, especially in Europe, 
and they aren’t going to turn 
down the chance of making more 
money , are they? 


HOURS OF 
FUN 

I must say I've had hours of fun 
playing with the ‘Get 12 Issues Of 
ACE Comfortably Into The Folder’ 
game that you gave away free 
when I last renewed my subscrip¬ 
tion. 

Unfortunately, I have to admit 
that it has me beaten, although I 
did manage 11 issues before the 
folder exploded, showering me 
and the bedroom with bits of wire, 
magazine articles, and other 
assorted debris. 

Can I, through your pages, 
ask if anybody has beaten my 
record (which included last 
December’s bumper issue)? 

Malcolm Crawley, Salt- 
dean, Sussex 

Despite a collective IQ that fails 
to make three figures we can 
reveal that members of the ACE 
team have indeed broken your 
record, smoothly inserting all 12 
of the year’s issues into one 
binder. 


ST SALT OF 
THE EARTH 

At 8 pm (or 20 hundred hours as 
those naval types say) I received a 
phone call form a fellow ST user. 
He had seen my plea for help in 
your helpline column and proceed¬ 
ed to provide me with the cheat 
mode to Psygnosis’ Barabarian. In 
my hurry to load up I did not thank 
him for his long distance call. So 
to the Lancashire bloke who 
saved my hair (private joke) I'd like 
to say THANKS! 

I'd appreciate you printing this 
letter as I feel it shows the good 
nature of ST users. 

Tom Woodforde, Enstone, 
Oxon 

Fair warms the cockles of yer 
heart, don’t it? 


INFERNAL 

ENGINE 

I was very interested to read your 


article about the PC Engine. Our 
13-year-old son has driven us mad 
with computer games for the last 
two years. So, when he read a 
report earlier this year in various 
mags about the PC Engine, he 
had to have one. 

So in June of this year when 
for months he had saved to buy 
one we went along to a shop in 
London, full of excitement we got 
it home and - guess what? All it 
did was flash and roll up the 
screen. The game had cost £45 
so I was hopping mad. we went 
back to the shop and it worked 
for them. We travelled up to Lon¬ 
don eight times; each time they 
changed parts and games but 
nothing helped. I demanded my 
money back, but all they would 
give me was a credit note. This 
we took, but when we went back 
they gave us another PC Engine 
as they didn’t sell anything else 
my son wanted. Then I discovered 
it worked on my old black and 
white television - and on TVs that 
had vertical hold knobs. So we 
bought an old colour TV and, 
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ST Amiga Format - Gold Disk Award 

“Menace will have you hooked for hours on end. 
The addictive “just one more game” feeling hits 
you every time.” 

ST Action 

“This game is non-stop action all the way - miss it 
at your peril.” 

Page 6 

“Menace is a superb game which is impressively 
presented. Menace excels in terms of playability. 
It is a highly addictive game with enough variety 
for you to keep wanting to come back for more.” 


Sinclair User -10 

“The most original and playable game in an age.” 

Atari ST User - 9 

“Tetris is one of those horribly addictive games 
that gets you saying ‘Just one more game’”. 

Zzap - 94% 

“One of the all-time computer classics . . . it’s 
perfectly simple and simply perfect.” 


C +VG 

“If you’re after an addictive and action packed 
exploration game, buy Baal.” 

Atari ST User - Star Game 

“What a brilliant game - surely Psygnosis’ best to 
date? The graphics have to be seen to be believed 
and the scrolling is excellent.” 

ST Action 

“A brilliant mixture of fine artwork, taxing strategy 
and all out arcade action, this game will really put 
you on the edge of your seat.” 




PSYGNOSIS LIMITED 
Century Buildings, 
Tower Street, 
Liverpool L3 4BJ, 
051-709 5755 

























































Bingo!, it worked. 

So now I read your article 
about PC Engines in ACE I know it 
was not us. I think more research 
should have gone into this Engine 
before it was allowed to be sold in 
the United Kingdom. 

Mrs. P. Priestley, Croydon 

It’s a sad tale, Mrs. Priestley, and 
we can only commiserate with 
you. \Ne’re mystified as to why 
the shop wouldn't give you your 
money back. But at least with 
your old colour telly things seem 
to be a bit more fun now. 


MEAN MUM 

Way back in 1983 my sister 
received a Speccy 48K for Christ¬ 
mas. All went well for two years, 
then two problems arose. 

One was that I accidentally 
bought a game, Haunted Hedges, 
which is pathetic. My mum can’t 
last five minutes without it. And, 
two, the pressure pads are bust 
(no thanks to Daley Thompson). 

So as I got sick of this I 
bought a C64 two years ago. The 
problem is, though, that we've 
only got one TV for the two com¬ 
puters, and I never get to play the 
C64. 

So I’m asking you to do a little 
review on the letters pages and 
tell my mum how good or bad it 
is. 


Paul Evans, Wallasey, 
Merseyside 

Come on Mrs. Evans - have a 
heart! It's just not fair depriving 
your son of his fun on the C64. 
Give it a whirl - you might even 
like it yourself. 


BUG HUNTER 

I have found a bug in the PC ver¬ 
sion of The Amazing Spiderman 
and Captain America in Dr. 
Doom’s Revenge. Any time during 
the game you can save your posi¬ 
tion at the comic screens by 
pressing B. Later on in the game 
when you die press Y in the Stat¬ 
ue of Liberty scene. When you 
see the starting comic screen 
then press R and you should 
return to your saved position with 
full energy. 

Alex Young 


F-16 COMBAT LETTER 


I write to express my disappointment with your 
recent review of Digital Integration’s F-16 Combat 
Pilot game on the Amiga. I dispute that the game is 
superior or even comparable to Interceptor, or that 
it is the ‘best of the bunch’ as you describe. 

Digital Integration cannot be oblivious to the 
fact that a lot of serious Amiga simulation players 
enjoy the benefits of two disk drives. So why do 
they find it necessary to release an expensive ‘quali¬ 
ty’ computer program which reduces the hapless 
purchaser to a state of constant disk-swapping? The 
game is far from user-friendly: I am no stranger to 
computers but it took me a good twenty minutes to 
figure out the Data Disk requests, which of course 
go undocumented in what passes for a manual. The 
graphics that greet the player in the mess room are 
blocky and poor, the character set in which the text 
for messages is presented is barely legible, and the 
mouse pointer is flickery and jerky. 

The finish of the product is nowhere near that of 
Interceptor. If you need reminding, load Interceptor 
up and compare the sound: on F-16 Combat Pilot, 
for the engine we hear an undulating cacophony of 
white noise - while Interceptor boasts a full-throated 
engine noise and realistic weapon sound effects. On 
Interceptor we have responsive, intelligent controls 
- a quick stab on the keyboard is all that’s needed 
for undercarriage, brakes, radar etc. - and it’s all 
very clear on the display. Combat Pilot, however, is 
quite a different affair. Key-presses are ‘sticky’ and 
everything makes the same ‘bleep’ - there is no 
quick touch, no quick response, and often pressing 
a key produces no net effect at all and it needs to 
be pressed twice! This is certainly no the way a sim¬ 
ulation should be. 

The aircraft movement is also vastly inferior to 
Interceptor: nowhere do we have the sensation of 
speed, nowhere can we investigate the scenery or 
accurately whizz within inches of control tower or 
suspension bridge. And as controls go, joystick 
response in combat Pilot is jerky and lacks any sort 
of ‘feel’. The scenery can only be described as 
crap. A few old rocks and a tawdry white building 
here and there to break up the monotony, and 
where are the ‘out of cockpit' all round views on 
Combat Pilot as seen in Interceptor and nobler 
underdog Falcon? They’re not - and we quickly lose 
another enjoyable element. Of course, it may well 
be very realistic, it may well be that sitting inside a 
real F-16 induces one to continually and needlessly 
swap floppy disks. It may well be true that written 
instructions from the aircraft are near-illegible, it 
may well be true that written instructions from the 
aircraft are near intelligible. It may be an unfortu¬ 
nate side-effect of flying such aeroplanes that from 
one’s cockpit mountains all look like great pink pyra¬ 
mids. The silly booklet protection scheme I can live 
with - but then let's get this into perspective: who’d 
want to copy this programming the first place? It’s a 
waste of money and I feel that is a shame that pop¬ 
ular magazines can longer be relied on for good 
advice. Next time, regardless of how highly you rate 
a program, I shall make damn sure that I get an 
‘evaluation’ copy from a friend before I lay out more 
of my hard-earned cash. 

I have been an Amiga owner for a year but an 
ACE reader for only one issue. If you wish to keep 
your readership you simply cannot continue giving 
ratings like 970 to programs so flawed and of such 
obviously poor quality. 9 man years it may well have 


taken, but it takes me four hours to earn £25 - and 
that’s half a day of my life. I didn’t need to spend 
money on the game - but putting my faith in your 
judgement I did so and I regret it. So please, in 
future, remember that just because a game is get¬ 
ting old (e.g. Interceptor) it does not mean that it 
isn’t still the best of its kind or that you should for¬ 
get it and needlessly applaud potential rivals to the 
retch-inducing degree of sycophancy witnessed in 
the F-16 Combat Pilot review: ‘the aircraft’s stability 
is quite incredible’. Cough! And ‘...response and feel 
of the aircraft is superlative.’ Choke! And how about 
‘...an essential addition to your collection.’ Well, it 
isn’t essential to mine and has provided me with 
about as much enjoyment as watching the plastic 
plants grow at Newport Pagnell MacDonald’s. 

So come on chaps, consider the users out 
here. To prevent reviews of this sort being repeated 
it would probably be advisable to have more than 
one reviewer ‘on the case;’ for any one program or 
to provide the names of the reviewers responsible 
for the individual reviews so that we know whose 
judgement may be more in line with that of the read¬ 
ing individual. This is the way the old Crash maga¬ 
zine used to work and I have not seen a better 
reviewing system anywhere else. And these days, 
with stales as high as £25-30, mistakes are costly. 

Richard A. Harrison, London 

ACE Reviews Editor, Laurence Scotford, 
replies: 

Unfortunately you seem to have misread, or misun¬ 
derstood this review. The phrase "the best of the 
bunch" was comparing the Amiga version of F-16 
combat pilot with other versions of the same 
game. At no point in the review was there any 
direct comparison with any of the other products 
you mention. 

I'm afraid that I really cannot agree with your 
slating of F-16 Combat Pilot. It is a 'program 
designed to appeal to simulator fans who are look¬ 
ing for realism, rather than general game players 
who would be more interested in gimmicks such as 
the out of cockpit views that you mention. 

Regarding the problems that you had with flick¬ 
ery pointers and sticky keys, we experienced none 
of these. I would suggest that the problems may 
be caused by either a defective machine or defec¬ 
tive software. 

Although ACE reviewers try to be as fair and 
objective as possible in the way that they review 
games, it is impossible to ignore the fact that per¬ 
sonal opinion and tastes will always figure in any 
review in any magazine. It is inevitable that occa¬ 
sionally a reviewer's feelings about a product will 
not concord with your own. In the case of this par¬ 
ticular simulation I ought to point out that yours is 
the only letter of disagreement we have received. 
Furthermore, if you care to glance at our Stock- 
market feature on page 163 of the December 
Issue, you will see that FI 6 Combat Pilot was the 
most highly rated program across all the entertain¬ 
ment magazines that month. Obviously I am not 
alone in my opinion of the product! 
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CLEAR FOR 
TAKE OFF 

I have just read your write-up of 
the Bomber flight simulator. In it 
Mr. Lewis of Vektor Graphics 
states that ‘all sims before have 
been either commercial Lear Jets 
and Cessnas or they’ve been fight¬ 
ers.’ Now I’d like to know if there 
are any commercial jet flight simu¬ 
lator games around, as I'd love to 
take to the skies in a Boeing 757 
or an Airbus 310, landing at air¬ 
ports like Paris and New York 
before getting back to Gatwick. 

I know that Flight Simulator 
does have different scenery disks 
for Europe, Japan,e tc., but as far 
as I know their flight instructions 
only cover Lears and Cessnas. 

It would be nice if someone 
brought out a commercial flight 
sim with the same cockpit detail 
as Falcon or F-16 and combined it 
with different scenery disks. I 
would be grateful if you could give 
me any info on games about, or if 
any software publisher plans to 
produce one. 

A. Turville, Warninglid, 
Sussex 

No, we don’t know of any such 
games. There was an arcade 
machine from Taito called (if 
memory serves us well) Taito Air¬ 
line. The problem with this thing 
was that hardly anybody played it 
- probably because it was too 
boring compared to the other 
delights on offer. There are two 
main problems with the kind of 
game you’d like to see; there’s 
no fighting (unless you introduce 
a hijacking element) and there’s 
no great test of flying skill - 
smaller planes such a the Cessna 
needing more control than the 
big uns. So we think it’s unlikely 
you’ll see that game... 


ARCHIE 

ANGST 

I occasionally buy ACE as I find 
your game reviews the best of 
any magazine. However, I own a 
BBC B and shorty intend to 
upgrade to an Acorn A3000. 
Unfortunately I don’t share K. 
Pardesi’s view that Archie games 
are receiving more coverage in 
ACE; if they are, it’s very slow 
progress. 

I am aware of 65 games cur¬ 
rently available for the Archie and 
another 39 under development 
which should be ready by Christ¬ 
mas. How many have been tea- 


VERY, VERY SAD 

I was/am very very sad when I read a letter by another Dutchman (Eddy Borremans) in ACE from Novem¬ 
ber saying that it’s completely normal to copy games in Holland, and that computers are only bought 
because you can get your software for free and as such is part of our culture. 

Well let me set this straight at once. Eddy should shut up and stop generalising with everything he 
says because he makes other people think that the whole of Holland is a bunch of software pirates who 
find it quite normal to copy games. Well, it ain’t true. 

I hav owned a C64, which included a lot of games and of course there were copies, but I can proudly 
say that about 75% of the top-of-range games I owned were bought (by airmail in England, because it’s 
cheaper). 

Of course I ‘understand’ why they copy: 

1) they want to be able to brag to their friends about the amount of games they own. This shows how 
spoiled these RATS really are. 

2) The games they copy are indeed very expensive - which is no reason to do it. 

I read in his letter that he is a computer science student, who probably doesn’t know anything about 
economics, otherwise he would have known that if the number of games sold goes up, the company can 
lower the price because they have to make less profit on each game to reach their goal. 

It is quite unbelievable that Eddy is a student. It would be better to describe him as a man with the 
brains of a 12-year-old and someone who doesn’t deserve to be Dutch. 

Richard van Gils, Utrecht, Holland 

Stern words - would Eddy like to reply? 


tured in ACE? Five, if you’re lucky. 

Sure, the user base is small 
at the moment, but then again 
how many have got the PC 
Engine? With its speed, graphics 
and sound capabilities there are 
going to be very few consoles 
that can match the Archie's game¬ 
playing ability and of course it is 
first and foremost a powerful 
computer. 

I look forward to the games 
promised by the likes of Domark 
and Ocean and also to the smaller 
names like Impact, Periscope, 
Clares and CIS, all of whom 
should be congratulated for their 
efforts and for taking a risk. 

In the meantime, how about 
ACE reviewing Interdictor, E-Type 
or Karma? The Archie deserves 
some attention and in the end it 
can only be good news for ST and 
Amiga owners too when games of 
the quality of Zarch/Virus are con¬ 
verted to run on their machines. 

Alex Card, Aldeburgh, Suf¬ 
folk 

Take a gander at page 84 of this 
issue and you will find a review of 
Interdictor on the Archie - which 
will, we promise, be the first of 
many reviews 


ONE BIT 
BRAIN 

Someone with a one-bit processor 
for a brain actually had the nerve 
to compare a games console with 
a computer (ACE 26). What’s 
enxt? some girl writing to you, 
telling you she prefers her Barbie 
doll to her bother’s Amiga? 

I don’t care if the latest con¬ 
soles go up to the 16 billion 
colours and make your chair 
move along with the action. They 
are TOYS and a computer isn’t. I’d 
like to see Chris Blowes design a 
cover for a club magazine, make 
an advert with a DTP program, 
write a letter,etc., with his Sega. 
Computer users can do all of that 
(and a lot more) and still enjoy a 
good game afterwards. 

Someone also complained 
about the low ratings of Sega 
games. No wonder - only racing, 
beat ’em ups and shoot ’em ups. 
What about GOOD games like RPG 
and adventures? What about Popu r 
lous, Dungeon Master and Sim 
City, to name but a few ACE rated 
games? Never seen one of those 
on a Sega. Someone mentioned 
Thunderblade? I played it once, 
and found it to be completely 
stupid and boring. Compare this 
with F-16 Combat Pilot and Falcon 
and you'll see what I mean. 


Mind you, I don’t look down 
on console players, but they have 
to play in their own league. It’s like 
someone in a Lada with racing 
stripes who thinks he can beat a 
Porsche. If your only desire is 
playing games? Good. Buy a con¬ 
sole. But if you want something 
that is a challenge every day, that 
is endlessly more versatile and 
creative and makes your brain 
work, buy a computer. 

Luc Stynen, Berchem, Belgium 

‘Don’t look down on console play¬ 
ers’? Come off it chum - you 
think they’re the pits. 
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AVAILABLE ON 


IBM PC 
ATARI ST 
AMIGA 

CBM 64 CASS 
CBM 64 DISK 
SPECTRUM CASS 
SPECTRUM +3 

COMING SOON! 


£24.99 

£19.99 

£19.99 

£9.99 

£14.99 

£9.99 

£14.99 


AMSTRAD CASS 
AMSTRAD DISK 


£9.99 

£14.99 


VIRGIN GAMES • 2-4 VERNON YARD 
119 PORTOBELLO ROAD • LONDON Wll 2DX 
"COPYRIGHT© 1989 AMERICAN TECHNOS INC. ALL RIGHTS RESERVED" 
"AMERICAN TECHNOS™ " "DOUBLE DRAGON II™ - THE REVENGE™ " 

THIS GAME HAS BEEN MANUFACTURED UNDER LICENSE FROM AMERICAN TECHNOS INC 
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Unification of the Crystals of Sanguis will 
secure the Behemoth in his lair for all 
eternity. Should they remain separate, then 
he shall rise to bring’ darkness into the 
world. 


£24.99 

£24.99 


This unique role-playing fantasy game allows 
greater interaction with the environment 
than has ever heen seen before. Argue, 
barter, negotiate — even lie through your 
teeth! The f ullv implemented personalities of 
all the characters in Bloodwych allows a rich 
style of role-playing that has only heen 
dreamt of. 


With one or two player simultaneous mode, 
this is the game that you've heen waiting for. 
Bloodwych for those that dare! 


_ _s the people of the Bloodwych awake to a 
new dawn, they find a stranger in their midst 
— from one of many races he has come. His 
task; to halt the demon that 1 ies dormant 
within the Castle of the Bloodwych. 


■kJKSBV 


Amig'a 
Atari ST 


























THE ACE 
STOCK MARKET 


HERE'S WHERE YOU CHECK OUT WHICH GAMES ARE GETTING THE HOTTEST REVIEWS IN MAGAZINES AROUND 
THE COUNTRY - THE HOT RELEASES YOU MUSTN'T MISS. YOU CAN ALSO PRACTISE YOUR GAMES MARKET 
SKILLS BY PREDICTING NEXT MONTH'S FIGURES - AND WIN GREAT PRIZES! THE ENTRY FORM IS ON PAGE 24.. 


T he ACE Stockmarket is really getting 
into full swing this month. You can see 
for the first time how the 'share prices' 
of the various software house's have fluctuated 
(see the Company Counter on the right) and, if 
you were one of the many readers who sent in 
the form for Round One, you can check out 
whether you're due for a prize. 

If you missed Round One, here's a quick 
recap. The stockmarket trades over four coun¬ 
ters. The 8-bit Counter features the top ten 
games on Amstrad, Spectrum, and C64. The 
16-bit Counter features the top ten for the 
ST, Amiga, and PC. 

In addition to the two 'Processor Counters' 
there is also the Machine Counter. Here the 
top five games for each of the six most popu¬ 
lar machines are listed. 

Remember that these listings are different. 
They are not your typical chart entries, which 
rely simply on sales. Here at ACE we've always 
distrusted that method of charting: a game 
that's been hyped outrageously can always sell 
its way to the top, before everyone realises 
that it's a pile of rubbish and consigns it to the 
rubbish bin. 

Instead, the ACE Stockmarket fixes its 
prices according to the reviews ratings each 
game has received in the UK Magazines. Our 
researches read every magazine they can get 
their hands on during the month, and the 
games that top the ACE Charts really deserve 
to be there. So you can not only use the Stock- 
market to win prizes, but you can also treat it 
as a valuable buying guide. 

In order to give a fair and true overall pic¬ 
ture of a title or company's rating, and to 
guard against 'rogue' reviews, ratings are sta¬ 
tistically weighted, and titles must have more 
than one single review rating to be included in 
the Machine Counter and the Processor Coun¬ 
ters. Similarly, publishers must have more than 
one product to qualify in the Company Counter. 
This explains why some titles appear in some 
charts and not others. 

On the page overleaf you'll also find an 
entry form. Check out the Stockmarket each 
month, get a feeling for the way the market 
changes as the software companies release 
new titles during the year, and watch out for 
ACE rated games, any one of which may be a 
contender for one of the Stockmarket entries. 
And a really high rating could drive up the 
share price of the company that released it. 

Then try to forecast next month's posi¬ 
tions. There's £25 worth of software waiting 
for the first winner in each category to be 
picked at random on the closing date. Don't 
miss it! 


THE 

COMPANY COUNTER 


There three columns of ratings for companies each month in the ACE Stock Market. The first shows the over¬ 
all score for this month only, statistically calculated from hundreds of reviews in magazines during the current 
month. The second shows the amount of change - up or down - from the previous month. The third is the share 
price: the company's rating relative to its past performance. To get into the share price listing, companies 
need to be releasing products reviewed by magazines. To see their fortunes rise, they need to be consistently 
improving their product. In the short term, the ‘one-hit wonder’ will seem to do well; in the longer term, consis¬ 
tency will pay off. 

Delphine's fortunes took a sharp Stock Market upturn when it followed up the tepidly-received Castle War¬ 
rior with Future Wars. But can Delphine keep up this rate of improvement. Reline’s Oil Imperium is obviously 
growing on people, while The Edge's budget label RAD is unearthing some lost long treasures in its golden 
oldie catalogue. 

ACE tip for next month’s top five: Rainbow Arts. Rock’n’Roll is one of the hot titles of the moment (see the 


Machine and Processor charts) and this month's review 

ratings should see its share price soar. 


Publisher 

This mth 

+ or - 

Rating 

Bethesda 

Shades 

74 

n/a 

1 00* 

Delphine/Palace 

88.75 

+35.92 

167.99 

(Grand Slam) 

70.67 

n/a 

1 00* 

RAD (The Edge) 

80 

+ 14.33 

121.82 

Wicked 

63.25 

n/a 

1 00* 

Reline 

80.25 

+ 13.65 

120.5 

Dinamic 

50.41 

n/a 

1 00* 

Gremlin 

73.38 

+11.78 

119.12 

Impressions 

46.5 

n/a 

1 00* 

Gainstar 

76.33 

+8.16 

111.97 

Anco 

41.67 

n/a 

1 00* 

Players Premier 

73.25 

+7.08 

110.7 

Mindscape 

79.86 

-0.14 

99.83 

System 3 

80.42 

+ 7.42 

110.16 

Activision 

73.9 

-0.19 

99.74 

Hewson 

74.99 

+6.67 

109.76 

Mastertronic 

63 

-0.2 

99.68 

US Gold 

80.55 

+6.78 

109.19 

Psygnosis 

76.5 

-0.33 

99.57 



LAND IDliATR/qFA T n HU TIINF Q CONTINUE 

Lucasfilm s/US Gold Battle of Britain 
Simulator could storm the charts... 


Microillusions 

79.4 

+5.48 

107.41 

Digital Int’n 

100 

+5.3 

105.6 

Domark 

77.77 

+3.85 

105.21 

Virgin 

68.3 

+2.89 

104.42 

Kixx 

71.3 

+2.67 

103.89 

Epyx/US Gold 

82.13 

+ 1.25 

101.55 

Ocean 

83.48 

+ 1.27 

101.54 

Image Works 

83.83 

+0.61 

100.73 

SSI/US Gold 

76.5 

+0.31 

100.41 

Electronic Arts 

75.58 

+0.16 

100.21 

Novagen 

94.13 

n/a 

1 00* 

Blade 

89.33 

n/a 

1 00* 

Level 9 

87.63 

n/a 

1 00* 

Beau Jolly 

86.33 

n/a 

1 00* 

Origin 

79.94 

n/a 

1 00* 

Rainbow Arts 

74.15 

n/a 

1 00* 


UbiSoft 

Encore 

16-Blitz 

Actl Screenshots 
Byte Back 
Elite 

Microprose 

Micro Style 

Firebird 

Alternative 

Infocom 

Infogrames 

Accolade 

Hit Squad 

Grand Slam 

Artronic 

PSS 

CDS 


78 

60.86 

76.67 

.70.5 

65 

65.76 

75.4 

70.36 

64.33 
67 
76 

61.1 

52 

68.17 

57.33 
53.25 

53 
47.8 


-0.35 
- 2.01 
-3.16 
- 4 

-3.88 

-6.13 

-7.52 

-7.81 

-8.43 

-10 

-13.19 

-14.11 

-13.33 

-17.58 

-20.67 

-25.75 

-26.46 

-27.33 


99.55 

96.8 

96.04 

94.63 

94.37 

91.47 

90.93 

90.01 

88.41 
87.01 
85.21 
81.24 

79.6 

79.5 

73.5 

67.41 

66.7 
63.62 



Entries marked with an * are new this month. 
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THE MACHINE COUNTER 


COMMODORE 64 RATINGS 


AMIGA RATINGS 

FI 6 Combat Pilot 
Rock’n’Roll 
Xenon II: Megablast 
Laser Squad 
Batman - the Movie 


PC-COMPATIBLE RATINGS 


Digital Integration 
Rainbow Arts 
Image Works 
Blade 
Ocean 


97.33 
92.17 
89.87 

89.33 
89.27 


Carrier Command 
Bomber 

FI5 Strike Eagle II 
Ml Tank Platoon 
Indiana Jones Adv 


Rainbird 
Activision 
Microprose 
Microprose 
US Gold 


98.25 

92.08 

87.75 
87.5 

84.75 


Turbo Outrun 

US Gold 

95 

Myth 

System 3 

92.5 

Ghosts’n’Goblins 

Encore 

92 

Power Drift 

Activision 

90.07 

Omega 

Origin 

87.5 


Delphine/Palace’s Future Wars just missed out on a plac¬ 
ing here in a very high scoring month for Amiga games. 

FI6 Combat Pilot still rules the roost - how on earth will 
Digital Integration keep up this sort of scoring? 

ATARI ST RATINGS 

Damocles Novagen 94.63 

Xenon II: Megablast Image Works 91.13 

Interphase Image Works 89.6 

Paperboy Elite 87 

Games: Summer Edition US Gold 85 

Two in the top five for Image Works, but Xenon II is pretty 
well played out now - you’ll see more solutions and playing 
tips for it than reviews - whereas Damocles is only just get¬ 
ting going. 


It’s not compulsory to make your PC games aerial combat 
simulations -but it obviously helps. That’s three in the top 
five for Microprose as well, now that Rainbird is under its 
wing, and PC Carrier Command must surely be one of the 
most highly rated titles ever. 


Straight in at number one, and the first reviews of Turbo 
OutRun are wildly enthusiastic. It will be interesting to see 
how the other formats score over the next couple of 
months (we certainly didn't like the ST version). But the 
consistently high rating of Ghosts’n’Goblins shows that 
some of the oldies can still hold their own with the flashy 
products of today. 


SPECTRUM RATINGS 


Myth 

Untouchables 
Operation T’bolt 
Batman - the Movie 
Ghouls’n’Ghosts 


System 3 
Ocean 
Ocean 
Ocean 
US Gold 


94 

92.92 

92 

91.01 

88 


AMSTRAD CPC 

RATINGS 


Batman - the Movie 

Ocean 

91.5 

Christmas Collection 

Hewson 

87.5 

Dynamite Dux 

Activision 

86 

Dragon Spirit 

Domark 

80.75 

Shinobi 

Virgin 

75 


All very tight in the Spectrum top five. Ocean’s Batman and 
Untouchables have had rave reviews everywhere - see 
them slip to make room for something else next month. 


Signs here that the CPC sometimes gets the best of the 8- 
bit conversions: Dragon Spirit and Shinobi, which were 
both in last month’s top five as well, have had consistently 
better reviews on the CPC than other formats. 


THE 16-BIT COUNTER 


It looks as though it was worth the wait for Damocles - the reviewers are 
raving about it and it goes straight in at number one. Also scoring consistent¬ 
ly over 90% is Rock’n’Roll -and with only a tiny fraction of the publicity of its 
neighbours at numebrs one and three. 


Damocles 
Rock’n’Roll 
Xenon II: Megablast 
Interphase 
Future Wars 
Continental Circus 
Stunt Car Racer 
Batman - the Movie 
Paperboy 
Onslaught 


Novagen (Am, ST) 
Rainbow Arts (Am) 
Image Works (Am, ST) 
Image Works (Am, ST) 
Delphine/Palace (Am) 
Virgin (Am, ST) 

Micro Style (Am, ST) 
Ocean (Am) 

Elite (PC, ST) 

Hewson (Am, ST) 


94.13 

92.17 

89.67 

88.9 

88.75 

87.34 

87 

86.5 

86.25 

86 


Bubbling under: Ninja Warriors, Stormlord, Indiana Jones - the Adventure. Bubbling under: Tusker, Dark Force, Winners, and Dynamite Dux 


THE 8-BIT COUNTER 


Here at ACE we were noticeably less enthusiastic than most about this 
month’s number one, Power Drift. It will be interesting to see how it fares next 
month, when its Spectrum ratings should be included. And if you’re looking 
for a compilation this Christmas, there are plenty of goodies to choose from. 


Power Drift 
Christmas Collection 
Ghouls’n’Ghosts 
Operation Thunderbolt 
Tolkien Trilogy 
Ghosts’n’Goblins 
Cabal 

C & VG Coin-Op Hits 
Stunt Car Racer 
Batman - the Movie 


Activision (C64, CPC) 
Hewson (C64, CPC, Sp) 
US Gold (CPC, Sp) 

Ocean (C64, Sp) 

Beau Jolly (C64, CPC, Sp) 
Encore (C64, Sp) 

Ocean (C64, Sp) 

US Gold (C6,4, CPC, Sp) 
Micro Style (C64) 

Ocean (C64, CPC, Sp) 


88.57 

86.67 
86.5 
86.5 

86.33 

85.75 

85.67 
85.67 
84.78 
84.56 


THE ACE STOCKMARKET ENTRY FORM 


NAME:.Address . 


ROUND 

TWO 

Post this form or a photocopy to 
ACE Stockmarket, Priory Court, 30- 
32 Farringdon Lane, EC1R 3AU. 
Closing date 24th December 1989. 


My prediction for next month's top five 
software houses on the Company 
Counter is: 


My prediction for next month's top five 
game on the Commodore 64 is: 


My prediction for next month's top five 
games on the Spectrum is: 


.Telephone No... 

My prediction for next month's top five 
games on the Amstrad CPC is: 


My prediction for next month's top five 
games on the Atari ST is: 


My prediction for next month's top five 
games on the Amiga is: 


Rules: 

All entries must be received by the closing 
date for this round of December 24th 1989. 

No employees of EMAP, or of any company 
involved in the production, distribution, or sale 
of ACE Magazine are eligible for entry. 

Only one entry per household. 

The decision of the judges is final and corre¬ 
spondence cannot be entered into. 
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The place: 16th century Japan. 
You are a Samurai, a warrior who 
lives for honour. Your world teems 
with opportunities to achieve it... 
or lose it. The ultimate honour - to 
become Shogun and unite all of 
Japan under your rule - is a prize 
worthy of only the greatest of 
Samurai. 

Action, adventure, historical 
accuracy; Samurai advances the 
gaming genre MicroProse 
pioneered so successfully in Pirates! 

Available for IBM PC and com¬ 
patibles. 

Unit 1, Hampton Road Industrial 
Estate, Tetbury, Glos. GL8 8DA. 

Tel: 0666 504326/504412. 

AliGRO PROSE 

SIMULATION • SOFTWARE 
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Birmingham-based software 
company US Gold is preparing to 
blitz the games playing public 
with a colossal collection of 
games due for release between 
now and Spring. ACE has gone 
on the road to Birmingham (yes, 
we’re that dedicated), taking a 
sneak look at the forthcoming US 
Gold line-up... 

In the past, USG has suffered a fair amount of 
criticism concerning the quality of its computer 
games - particularly with its micro conversions 
of Sega's Out Run for instance. Taking note of 
this disparagement, USG embarked upon a 
bold scheme involving the complete recon¬ 
struction of its management and software 
development structures. The result was dra¬ 
matic. A new-look USG produced two of its 
most respected games: Forgotten Worlds and 
Strider. Now USG plans to surpass these chart- 
toppers - both in terms of commercial suc¬ 
cess and technical standards. 

David Baxter, Software Development Man¬ 
ager at USG told ACE, “we experienced numer¬ 
ous problems in the past, especially in product 
quality and control - now we only use software 
developers that we know and trust.” 

Surprisingly, USG prefers to use software 
development companies instead of in-house 
programmers. The actual USG software devel¬ 
opment team is organised by Baxter and two 
other managers, with two games testers giving 
each game a thorough going-over. But life for 
these guys can be tough going, as USG has a 
staggering 160 games formats under develop¬ 
ment at any one time. 

THE USG SCHEDULE 

As well as the prestigious Lucasfilm Games 
(see Battle of Britain and Loom previews on 
pages 133 and 100) and SSI licensed prod¬ 
ucts, USG also has a myriad of coin-op conver¬ 
sions and original games planned. One of the 
first games due on the release schedule is 
Ghouls 'n' Ghosts - the follow-up to Capcom’s 
phenomenally successful Ghosts ‘n’ Goblins 
coin-op. G ‘n' G has been programmed by Soft¬ 
ware Creations, the guys that brought us the 
brilliant micro conversions of Bubble Bobble 
and Bionic Commandos. Take a look at page 


68 to see if we think they’ve done as good a 
job with Ghouls V Ghosts. 

Another Capcom coin-op conversion, 
Black Tiger, is due out next February across all 
major formats. BT has been on the cards for 
ages - “an absolute age”, quips Baxter - in 
fact it will be approximately 18 months late 
when it does finally arrive. BT is a six level, 
eight-way scrolling fantasy arcade adventure, 
with ST and Amiga versions programmed by 
Graham Lilley ( Heroes of the Lance and the 
forthcoming Dragons of Flame), C64 BT from 
Softworx and Spectrum and CPC versions con¬ 
verted by Tiertex. Baxter characteristically 
sums up BT as “a big platform jobbie”. But 
behind the BT development story there lies a 
very sad tale, for an 18 year old programmer 
suffered a nervous breakdown while working on 
one of the micro conversions. He has now 
swapped his disk drive for a spanner - working 
as a trainee mechanic for Ford. Who said pro¬ 
gramming comput¬ 
er games was 
easy? 

Sega’s Crack¬ 
down coin-op 
should be out a 
month later in 
March - with ARC 
Developments 
(Forgotten Worlds ) 
handling the micro 
conversions. 

Crackdown is a 
simultaneous two- 
player, 16-level sci- 
fi exploration 


shoot’em-up featuring a slightly-overhead 
Gauntlet- type view. A PC version is planned for 
May. 

Among the other coin-op's licences due are 
Capcom's Dynasty Wars - a six-level simultane¬ 
ous two-player hack ‘n’ slash arcade adventure 
set in Feudal Japan - due sometime in the 
Summer, Sega’s fantasy-epic Golden Axe and 
the horiz-scrolling shoot’em-up U.N. Squadron 
from Capcom. Out of these trio of games, Bax¬ 
ter seems most enthusiastic about Dynasty 
Wars, claiming it to be the most blood-thirsty 
game he can think of. 

AND THERE’S MORE... 

Back in March USG decided to commission 
a new label solely dedicated to producing origi¬ 
nal games - mainly on 16-bit formats with con¬ 
sole and C64 versions under consideration. 
The as yet unnamed label has six games due 
for release over the next six months with a 
view for world¬ 
wide release 
instead of 
USG's more 
usual European- 
only approach. 
Two of the new 
original games, 
Rotox and 
Sphericule, are 
particularly 
impressive 
b e a s t i e s . 
Rotox is being 
programmed by 
Binary Design 
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Heavy Metal: an Access ( Leaderboard , Beach 
Head) multi-stage tank-simulation due out on 
Spectrum, C64, CPC, ST, Amiga and PC in January. 





























GOLD 

MOMENTS 

We plundered the USG photo¬ 
files for a few pics of recent 
Gold highlights...Award your¬ 
self a prize if you can identify 
them all... 


Animated graphic screens in Sierra 
style, but with more detailed graphics... 


The Rotoscape graphics routines used in Rotox took nine months to develop. 

and features Rotorscaping - a new program¬ 
ming graphics technique which rotates the 
whole screen around you. It took Binary Design 
nine months to develop the Rotorscape code 
using USG funding. The nearest we've seen to 
this technique is in the Tengen Assault coin-op. 

Sphericule, on the other hand, is a totally 
original puzzle arcade game using ray-traced 
graphics. Sphericule may be converted over to 
the Archimedes, which would bring welcome 
relief to games starved Archie gamesters. 

While on the subject of more exotic USG 
micro conversions, SAM Coupe gameplayers (if 
there are any!) will be pleased to hear about 
the SAM version of Strider. Amazingly, it will 
only take the programmer two weeks to con¬ 
vert Strider over to the SAM! Admittedly, the 
programmer is very experienced - with the 
Spectrum, CPC and PC conversions of Strider 
already under his belt. The SAM version itself 
uses ST graphics, Spectrum program logic 
and will have eight-channel sound. SAM Strider 
should be out anytime now. 

Baxter ended our visit to the USG offices 
with a hint of future plans: “there will be 10 new 
Capcom games, a licensed (not coin-op) road 
racing game and another new label using the 
talents of a single well respected programmer 
with six original 16-bit only games planned - all 
lue before the end of 1990. And that's just the 
.tuff I can tell you about!” 


Two infamous games-players, now edi¬ 
tors of two of ACE's sister magazines, 
slog it out. Who? Where? When? 


...accompany a story line by Brian Mori- 
arty. Due for release in February '90. 


USG's Geoff Brown with three veteran 
celebrities. What's going on? Who are 
they? 








Sphericule: “the game that does for particle physics what Einstein did for video games” 
[Phrase © 1989 David Baxter All Rights Reserved] 


This twerp helped USG celebrate. 
What? And who? and (for bonus 
points) where? 


ANSWERS: 

•qnp iqBnauun am Aepq^iiq qiuai s.osfl 
6uijBjqa|ao ||eAb|/\| ,u|6j|a 6u!|6jnq-ious, :iuouog 

•gg, ui sjajsnquuea jo qounei 
aqj 6uiiBjqa|ao os|B ‘uojpBnbs 119 P sjaqiua^ :a|pP!lAI 
S96L u| qounsi sjaisnquiEa aqi ib (9AS0) Iieu6!y 
uBi|np puB (auo am) uuad Ajbq snouuBjui aq; :o|d doj. 
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AN 

OFFICIALLY 

APPROVED 


TAITO 


CONVERSION 


1st ISSUE 


DEC 89 


7278070 


THE BEST CONVERSION OF ANY 
BEAT 'EM UP EVER, YES EVER! 
ACE MAGAZINE • DECEMBER 89 


PAUSED - PRESS P TO CONTINUE 


AVAILABLE ON 


ATARI ST 
AMIGA 

CBM 64 CASS 
CBM 64 DISK 
SPECTRUM CASS 
SPECTRUM +3 
AMSTRAD CASS 
AMSTRAD DISK 


VIRGIN GAMES • 2-4 VERNON YARD 
119 PORTOBELLO ROAD • LONDON W11 2DX 
LICENSED FROM TAITO CORP.,1988 
PROGRAMMED BY RANDOM ACCESS 
COPYRIGHT THE SALES CURVE 1989." 
DISTRIBUTED BY VIRGIN MASTERTRONIC. 
EXPORT OUTSIDE EUROPE AND 
AUSTRALASIA PROHIBITED. 
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efore 1980 if you had a computer in 
y° ur house, you would have built it your- 
■LJH self, and you would have thought of your- 
WmmaMm se |f as an electronics whiz, not a com- 
puter enthusiast. If you had a microcom¬ 
puter at work, you would be in a specialist, electron¬ 
ics/science-orientated profession, and the micro would 
in all likelihood be a Commodore PET. Your home com¬ 
puter would have taken days hunched over a hot sol¬ 
dering iron to assemble and you wouldn't be thinking of 
playing games with it. For that there were dedicated 
Atari consoles from the States. 

And it was in the US where people were buying 
Apple lls in hundreds of thousands, and the new Atari 
400/800 machines. While the Atari's, like their VCS 
predecessors, were very much games machines, the 
Apple lls were used for serious applications as well for 
games. American computer users tended to be older, 
with more money to spend on serious commercial soft¬ 
ware. 

It is more than likely that we in the UK would have 
gone on to follow the American market slavishly, and 
rely solely on American imports, were it not for one 
company - Sinclair Research. The ZX80, which sold to 
those electronics enthusiasts and the ZX81, which 
brought home computing to the non-specialist, gave 
the UK a distinct, ‘techie’ flavour of its own. 

By 1980, it was clear that ‘off-the-peg’ computers 
would sell into the home sooner rather than later. 
Already some of the burning issues of the day bore an 
uncanny resemblance to debates which will carry on 
into the nineties. For example, in August 1980, an arti¬ 
cle in Personal Computer World discussed three 
issues: a) “does existing legislation cover electronic 
media”; b) “Is digitised pornography on a disk action¬ 
able”; c) “what is the correct intellectual property to 
afford to [software] to protect it from bootleggers and 
pirates?” 

By 1981, Motorola was offering its new 68000 
processor as a chip for the 80s, the Z80 and 6502 
were already well established, and IBM was introducing 
its first 8088-based PC. The chances are that your 
computer uses one of these and yet they are all at 
least nine years old. What has dramatically changed 
computers into the colourful, fast, sophisticated 
machines of today are the advances made in terms of 
graphic processing, of dedicated graphics and sound 
chips, such as the early examples in the Commodore 
64 to those of the Amiga today. Faster, bigger data 
storage systems have led to much bigger, multi-level 
programs. Devices can now be made much smaller: 
slim-line monitors, disk drives tucked into the keyboard 
- machines of a size which can be accommodated easi¬ 
ly into the home. And finally, memory chip prices have 
tumbled, so that all the technology that was available 
in theory eight or nine years ago is now affordable and 
mass-produced. 

More evolution than revolution, really. 




ARRIVALS AND DEPARTURES 

The Sinclair ZX80 - first shown to the public in Febru¬ 
ary - was the first sub-£100 ‘computer’. Available for 
£79.95 in kit form and £99.95 ready-built, the ZX80 
was a flat slab of white plastic. Those cooling vents 
along the top back are actually painted black lines - an 
optical illusion which was commented on in more than 
one press review. It had a touch-sensitive keyboard, 
IK RAM, an NEC 780-1 processor, which was a ‘copy’ 
of the Z80, and built-in Sinclair Basic. Graphics? Not 
produced until 1981. Sound? Forget it. Software? You 
had to write it yourself - indeed, that was the whole 
idea of the ZX80. 

Another kit-form computer launched this year was 
the Acorn Atom, for £125 as a kit and £150 ready- 
built. The Atom claimed to be 3-5 times faster than 
Apple Integer BASIC, “and it has the unique feature of 
including an assembler in the interpreter". But the 
Acorn Atom boasted graphics as well: a screen with a 
high resolution of 256 x 192, five graphics modes and 
192 graphics characters. 

Acorn suffered from production problems with the 
Atom, so much so that one retailer, described in Per¬ 
sonal Computer World as the “incorrigible” manager of 
Lasky's Microdigital chain, announced to all and 
sundry that he would not include the Atom in his next 
catalogue because he was too uncertain of receiving 
any stock from Acorn. That manager's name was 
Bruce Everiss; the computer industry was to hear 
quite a bit more from him. 

Atari had po UK division in those days; instead the 
Atari 400/800 machines were imported by Ingersoll, 


Get back! ACE 
storms the Tardis 
and heads back in 
time...to an age 
when yer average 
sprite came in two 
colours (black and 
white), jerked 
about the screen, 
and went 'beep 
beep'. 



Frogger 

Interceptor Micros 


Hewson Consultants Founded: 1980 

Having worked with mainframes and minis during the seventies, 

Andrew Hewson was an early buyer of the Sinclair ZX80. He began 
writing programmes and books for the machine, and advertising them 
in the few magazines which existed then. Andrew made his name with 
books of programs for the ZX80, ZX81 and later the Spectrum. Pilot 
Mike Male wrote three flight sims for the ZX81 before his 1983 pro¬ 
gram, Heathrow Air Traffic Control, and the arcade games written by 
Steve Turner in 1983-84 - Space Wars, Seiddab (‘baddies’ backwards) 

Attack and Lunattack - put real money in Hewson’s bank. Hewson 
claims to be the oldest surviving independent games software publish¬ 
er. 

First title: “ Hints and Tips for the ZX80' (book), 1980; Pilot and Night- 
flite (both ZX81), 1983, both written by Mike Male 
Best ever seller: Paradroid (all versions) 

Andrew Hewson: Founder of Hewson Consultants 
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“The ZX80 really is a com¬ 
plete, powerful, full facility 
computer, matching or sur¬ 
passing other personal com¬ 
puters on the market at sever¬ 
al times the price. The ZX80 is 
programmed in Basic and you 
could use it to do quite literal¬ 
ly anything from playing chess 
to running a power station...” 
Science of Cambridge advertise¬ 
ment, March 1980 


at initial prices of £395 for the 16K model 400, £695 
for the 48K 800. 

EVENTS 

If you visited WH Smith's outlet in Brent Cross Shop¬ 
ping Centre in North London, you could witness a curi¬ 
ous 'experiment'. Market development manager John 
Rowland was putting together the first ‘Computer 
Know-how’ unit. A Commodore PET borrowed from a 
local dealer, a few copies of Byte magazine and a 
small range of books, “which were actually all about 
calculators because we couldn’t find any computer 
books,” says John, made up the display. The crush of 
interested customers around the stand was so great 
that it had to be roped off. 

The success of the Brent Cross venture led John 
to ask Clive Sinclair in September about selling the 
mail-order only ZX80 in WH Smith. “Clive suggested 
that rather than take on the ZX80, I should wait for his 


Where are they now? 

Nolan Bushnell 

Nolan Bushnell was the founder of Atari, which he set up as an 
R&D firm. However, it had diversified into games, when Nolan 
wrote the commercial video program, Pong, back in 1972. (He 
himself claims his first ever game was a little known number 
called Computer Space.) He released 20 or so more under the 
Atari banner before selling the company to Warner Communica¬ 
tions in 1976. Nolan then set up a company to design and manu¬ 
facture robots, from simple functional devices to Petsters, a light 
hearted toy cum robot. Today he also runs coin-op manufacturer 
Axlon and AAPES, which makes a micro TV board for the Apple 
Macintosh. All the companies are based in California. 




“Microfan 65 - the microcom¬ 
puter that thinks it’s a mint.” 

Advertising slogan from Tangerine 
Computer Systems 



Alice in Videoland 

Audiogenic 


new product, then still unnamed,” he remembers. “By 
Christmas 1980, it was officially the ZX81, and we 
were wrangling over how many units we thought we 
could sell. We thought somewhere between 15-30,000 
would be about right, and gave Clive an order for 
18,000 to put in 15 branches. We ended up 
selling 450,000 - in the two years of the ZX81’s life.” 

The third PCW show moved to the Cunard Interna¬ 
tional Hotel (now the Novotel) in September. This was 
the last wholly business/hobbyist PCW show, before 
the games began to take over. 

The ‘third wave’ of arcade games - Galaxians, 
Scramble, Defender, Donkey Kong and Pacman - 
appeared as Space Invaders burnt itself out (the ‘first 
wave’ of Ping Pong and BreakOut had taken the 
arcades by storm in the early to mid-70s). A year or so 
later, crude variants of these titles formed the raw 
beginnings of the games we know today. 


PsionFounded: October 1980 

Psion was set up by David Potter on leaving the teaching staff of Imperial College, London. By 1981, the company 
was enjoying considerable success repackaging and marketing software programs for the ZX81: Flight Simulation 
was a huge early seller, followed by Horace Goes Skiing. However, Potter’s ambitions lay beyond games and after 
publishing titles on the Spectrum - Chequered Flag' and Scrabble - Psion took on the task of producing the inte¬ 
grated business software for Clive Sinclair’s QL machine. It also took time out to produce its consistently highly 
rated Psion Chess program in 1984. 

At the same time, work began at Psion on hardware development, work which saw the light of day as the first 
Organiser handheld computer in 1985. Since then, Psion has concentrated almost exclusively on hardware devel¬ 
opment. The Organiser and its successor, the Organiser II, were bought in a variety of consumer and OEM config¬ 
urations, and were followed in September 1989 by the MC - Mobile Computer - range. Psion is, however, unique 
as a one-time leisure software publisher which has successfully floated on to the USM of the Stock Exchange. 

First title: Flight Simulation, ZX81 
Best seller: Psion Chess (all formats) 


ARRIVALS AND DEPARTURES 

The Commodore Vic 20 was shown publicly for the 
very first time at the January Consumer Electronics 
show in Las Vegas, and was launched in the UK in 
June. It wasn’t the first colour computer, but it was the 
first to sell for under $300, at $299.95. The Vic 20 
had 5K RAM, a full-size keyboard which was later used 
in the Commodore 64, and its own custom chip, VIC 
(Video Interface Chip). It went on sell over two million 
units worldwide over the next three years. 

The first UK-produced Vic 20 game appeared in 
September. Published by Mr Micro at £16, it was enti¬ 
tled Gold Rush, and the first person to complete it 
would win a bag of 22 carat gold. 

The Sinclair ZX80 got its first games and Clive 
Sinclair was reportedly “tickled pink” that program¬ 
mers had produced graphics on the computer. The 
program was Space Intruders and readers of Tim 
Hartnell’s book Making the Most of Your ZX80 could 
either type it in, or order a ready-made tape from Ken 
MacDonald of Solihull. 

In March, the Sinclair ZX81 was announced by the 
newly rechristened Sinclair Research, and given an 
ecstatic welcome by computer enthusiasts. Still with 
just IK RAM, and still with that flat touch-sensitive key¬ 
board, it was nevertheless a great leap beyond the 
ZX80, and furthermore, less expensive, at £49.95 in 
kit form and £69.95 ready built. It had a much lower 
chip count, thanks to its own custom chip designed by 
Sinclair and built by Ferranti, it had a much improved 
screen display, it could produce graphics, it could do 
floating point arithmetic - in short it was genuinely use¬ 
ful as a computer rather than the electronic assembly 
exercise which is how buyers tended to treat the 
ZX80. 

The more the market grew, the more it became 
only a matter of time before the mighty conglomerate 
IBM launched its microcomputer. The PC may have 
been behind-hand compared to companies like Apple 
and Commodore who were forging ahead in the new 
industry, but its solid, unexciting specification - Intel’s 
8088 running at 4.77MHz, a single disk drive, 16K 
RAM, but all expandible - and an equally solid price of 

Who said this - and about what? 
(answer at the end) 

“It marks the beginning of a ‘new wave’ of per¬ 
sonal computers aimed at the home... it’s well 

made, well packaged and would hardly look out 
of place alongside the family hi-fi.” 
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$3,000, plus the IBM name ensured plenty of corpo¬ 
rate sales. 

1981 saw the first of the truly commercial soft¬ 
ware houses, ie those with full-time staff, proper 
offices and advertising budgets. Psion, Bug Byte and 
Quicksilva led the way out of the back bedrooms, the 
last-named run by Nick Lambert and John Hollis, who 
later took on a certain Rod Cousens to look after the 
company finances, and indeed, run the company. 

Quicksilva produced the first ever Spectrum game, 
Space Intruders at £5.95, in 1982. Bug Byte spin-off 
companies such as Software Projects and Imagine 
went to achieve success of their own (see 1983). 
Eventually both Bug Byte and Quicksilva went on to 
become labels of Grandslam Entertainments, while 
Psion evolved quite differently. 

EVENTS 

The ZX81 finally made it into W H Smith, the centre 
piece of a display which included books, magazines 
and software. The demand was so staggering that WH 
Smith had to put 500 staff on a crash course to train 

them to switch it on and run a small program to 
demonstrate the machine to customers. This was the 
computer's first real entry into the high street multi¬ 
ples, and it gave home computing some much needed 
credibility as a leisure pursuit. 

On September 26, the first ZX Microfair threw 
open its doors to the public. Held at the Central Hall in 
Westminster it was attended by several hundred Sin¬ 
clair devotees. Entry was free of charge. Over in the 
US, Infocom launched the first Zork adventure for the 
Apple II. 

STORIES 

Sinclair suffered its first serious setback when the 
ZX81 was rejected by the BBC. Initially, the BBC had 
selected the Newbury Electronics' NewBrain as the 
nucleus of its forthcoming series on computing; this 
machine had started life as a Sinclair Radionics project 
in 1978. Newbury, rather to everyone’s surprise, 
turned the BBC down and the way was left clear for 
Acorn headed by ex-Sinclair employee Chris Curry, pro¬ 
moting the Atom successor, the Proton, and Sinclair 
itself, pushing the successor to the ZX81, to compete 
for the contract. 

There simply isn't space here to detail all the back- 
stabbing, foot-shooting and press speculation that 
accompanied the award of the BBC contract. As every¬ 
one knows, the BBC chose Acorn, and the Proton 
became the BBC Model A micro. 


Where are they now? 

John Hollis/Nick Lambert 

In 1984, Argus Press Software bought Quicksilva, a deal which 
made Lambert and Hollis wealthy enough to warrant tax exile. 
Both moved to Guernsey, where Hollis still is, with his own com¬ 
pany Hollis Research. Hardly idle though - he wrote the ST game, 
Trackman. Nick Lambert is now back in Southampton. Co-Quick- 
silva shareholder Rod Cousens set up Electric Dreams Software 
in September 1985, which later became an affiliate of Activision. 


1982 


ARRIVALS AND DEPARTURES 

Everyone wanted to jump on to the home computer 
bandwagon in 1982. The Sinclair ZX Spectrum, 
launched in April, led the pack and heralded the begin¬ 
ning of games computing in the UK. Those machines 
that followed in its wake had nothing like the brand loy¬ 
alty that Sinclair had built up from ZX81 days; and 
most did not noticeably improve on Sinclair’s appalling 
disregard for production schedules. 

In comparison, the Commodore 64 could have 
come from another planet. Its specification, which 
doesn't look too terrible today, was way ahead of its 
time, and made visitors to the Third International Com¬ 
modore Computer show in June, where it was pre¬ 
viewed, gasp in astonishment. The 64K memory really 
was huge at that time, its proper keyboard compared 
very favourably with the rubber-keyed Spectrum, it had 
16 colours and no attribute clash problem, as the 
Spectrum did, sprite graphics, a 40 column screen 
and the SID - Sound Interface Chip - built in. But, to 
begin with, you paid for all that mighty technology: the 
C64 was launched at £350 at the end of 1982. And 
no C2N, joysticks or software included, either. 

In the UK the Commodore quickly joined the Spec¬ 
trum as a first choice computer for buyers, without 
ever outselling it. In the rest of the world it was a dif- 


“We hope to produce at least 
two new games each month - 
and all our software will be 
original rather than versions 
of existing arcade games.” 
David Lawson, Imagine Software 
(Popular Computing Weekly, January 
6, 1983) 



Falcon Patrol 

Vigin Games 


“We designed the Apple II with 
six guys and it’s about to 
become the most-installed 
computer of all time. We 
designed the Apple III with a 
corporation of 1600 and it still 
doesn't work.” 

Steve Jobs 


CDS Founded: 1982 

In the best British traditions, Ian Williams began by programming for the ZX81 in his back bedroom, notably a 
game called Castle Adventure. To put the operation on a commercial footing, he took the programs along to his 
local WH Smith, where the branch manager, Giles Hunter, took such an increasing interest in Ian’s CDS Micro 
Systems that he joined the company as sales manager in July 1983. In December 1983, CDS opened its first 
shop, in Doncaster - there are now 12 - and a few months later Giles bought Ian Williams out. CDS now employs 
over 100 people, with interests in full-price and budget software, retailing, distribution, tape and disk duplication, 
packaging and printing. 

First title: Castle Adventure, ZX81 

Best ever seller: Colossus Chess, closely followed by Steve Davis Snooker (all versions) 


ferent story. The C64 became the world's best-selling 
computer; in the US it cleaned up. Aggressive price 
cutting by Commodore, headed by Jack Tramiel, led 
to a price war and near financial ruin for rival Atari. 
The Dragon 32, was launched in July and sold in 
Boots on terms similar to WH Smith's exclusive con¬ 
tract with the Spectrum. Its 32K RAM, graphics and 
Basic all compared favourably to Sir Clive's beast. The 
NewBrain, finally saw the light of day, produced by 
Grundy Business Systems, which had bought the pro¬ 
ject from Newbury Electronics. 

The first Japanese home computer to be sold in 
the UK was the Sord M5, which was really a comput¬ 
er/console hybrid. And let’s hear it for the Oric 1, 
bugs and all, rubber key board and 16K RAM. The 
Lynx was a Z80-based machine, with some impres¬ 
sively large memory configurations and high resolution 
graphics, which simply never made it into the high 
street stores in great enough number to sell. Finally, 
there was the curious Jupiter Ace, developed by 
Steven Vickers and Richard Altwasser, who had both 
been on the Sinclair Spectrum design team. It was 
another Z80 derivative machine, which is chiefly 
remembered today as the only home computer to 
sport Forth as its in-built language. This proved to be 
its downfall. 



Hobbit 

Melbourne House 


“He's done it again. Uncle 
Clive has come up with a love¬ 
ly product which will have 
enormous appeal to people 
wanting to find out more 
about computers but without 
it costing them an arm and a 
leg.” 

David Tebbutt, Personal Computer 
World, June 1981 


r 
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“Our Microdrive, when it 
comes out, will revolutionise 
mass storage thinking.” 

Martin Brennan, Sinclair Research 
(Popular Computing Weekly, Novem¬ 
ber 18, 1982) 



International Football 

Commodore 


Digital Integration 
Founded: February 1982 

Dave Marshall and Rod Swift, like so many others at the time, 
developed their first program, Fighter Pilot , in their leisure time, 
transferring skills learnt at the Royal Aircraft Establishment on to 
the ZX81. Dave now describes Fighter Pilot as 'rudimentary'; it 
was Night Gunner on the ZX81 which, with sales of over 10,000 
through WH Smith, enabled the company to set up on a commer¬ 
cial basis. Both Fighter Pilot and Night Gunner were converted 
on to the Spectrum in 1983, and Dave and Rod gave up their 
jobs to go full-time at Dl. 

First title: Fighter Pilot, ZX81 

Best ever seller: Fighter Pilot, all versions 


EVENTS 

In November, Sony launched the 3.5 inch disk drive in 
the UK. Those of you with 1.44Mb versions may care 
to note that Sony's original single density drives stored 
218K, the double density a ‘massive’ 437K. Starting 
price was £235. 

January - and the second ZX Microfair. Bursting at 
the seams with arcade clones, visitors could try out 
and buy ZX81 titles such as Invaders and IK Break- 
Out from flourishing Liverpool publisher Bug Byte, 
Defender, Invaders, QS Scramble, Asteroids and 
Galaxians from Quicksilva, Monkey Bizness from Artie, 
or 3D Monster Maze from J Graye Software. No prizes 
for guessing which of these were based on Space 
Invaders, Pacman, Galaxians, Scramble and Defender. 


Who said this - and 
about what? 

“It will have appeal as a 
games machine because of its 
very high speed and because 
the language allows such 
sophisticated user-defined 
graphics.” 




Galaxy 

Anirog 


1983 


ARRIVALS AND DEPARTURES 

Plenty of new micros lined up at the starting blocks in 
1983. The Acorn Electron was announced in January 
with a scheduled release date in March. It finally rolled 
out of Acorn over a year later. In May, Memotech, pre¬ 
viously a Spectrum alternative keyboard supplier, 


Virgin/Mastertronic Virgin Games 
Founded: February 1983 

No romantic back bedroom tales here. Virgin Games, set up by Nick Alexander, was a natural expansion for 
Richard Branson's 13 year old record company, and was set up in a blaze of publicity. The quality of its programs 
noticeably improved after Virgin set up an in-house programming team, the Gang of Five, in 1984. In 1986, Virgin 
Games bought out Leisure Genius and its range of licensed board game conversions, and in October 1987, it 
acquired a stake in Mastertronic, the pioneer budget software house. The takeover was completed a year later to 
form a new company, Virgin/Mastertronic. The involvement with Mastertronic gave Virgin its first entree into hard¬ 
ware, becoming the sole distributors of the Sega games console range in the UK in November 1987. 

First title: after an initial batch of eight titles which were relatively unsuccessful, Falcon Patrol was the company’s 
first hit 

Best ever seller: Sorcery (all formats), by the Gang of Five 


showed off its Z80-based micro, the Memotech MTX. 
Mattel announced that the age of its Aquarius would 
dawn in September. IBM dipped a corporate toe into 
the home computer market with the PC Jr, 128K RAM 
and a 5.25” disk drive for $1269. The Coleco Adam 
was dubbed the ‘star’ of June’s Consumer Electronics 
show in Chicago, but by Christmas, Coleco was hav¬ 
ing so many problems with shortages and reports of 
faulty machines, that it was glad to have the Cabbage 
Patch doll to fall back on. 

A game called Valhalla caught everyone’s imagina¬ 
tion. Publisher Legend Software claimed it was the 
“first computer movie”, a Norse scenario peopled with 
‘independent’ characters in which the outcome could 
be different every time. And at £14.95, it was a nice 
little earner for Legend. 

In 1983, software, which had hitherto been domi¬ 
nated by unofficial versions of arcade games, began 
to diversify. Adventure games like The Hobbit, by Mel¬ 
bourne House, and Level 9’s Colossal Adventure and 
Snowball had significantly improved parsers. Gilsoft’s 
Quill became available towards the end of 1983, and 

Where are they now? 
Commodore Max, Uitimax and 
Vic 10 

Actually these are all one and the same computer, intended as 
successors to the Vic 20 in the starter computer market. All three 
incarnations were announced and previewed at shows. The Uiti¬ 
max version was notable for offering a flat membrane keyboard 
like that of the ZX81, while the Commodore Max (the latest ver¬ 
sion) had 2K RAM, and could produce 16 colours on a 320 x 200 
screen. It never arrived, and was shortly superseded by proto¬ 
types of a 116 and 264, which eventually became the Cl6 and 
Plus/4. 


led to a thriving cottage industry of ‘homemade’ 
adventures. It was a good time for UK adventure writ¬ 
ers, since Infocom titles, such as the famous Zork 
series, and adventures by Scott Adams, were not easi¬ 
ly available in the UK, and certainly weren't converted 
for any home-grown machines like the Spectrum. 

EVENTS 

The PCW show was again at the Barbican, and was 
the first of the all-screaming whizz- bang games-fests 
that became the PCW show of the late 80s. Star turns 
by Imagine and Llamasoft. 

Bug Byte, one of the largest and most well-known 
of the software houses which had grown up around 
the ZX81 and Spectrum, was going through turbulent 
times. In January, its head programmer Eugene Evans, 
and senior staff David Lawson and Mark Butler broke 
away from the company to form Imagine Software, 
and its first game, Arcadia, for the Spectrum and Vic 


Mirrorsoft 

Founded: November 1983/June 
1985 

Although Mirrorsoft was set up by Mirror Newspapers' develop¬ 
ment manager Jim Mackonochie as a feasibility project in 
November 1983, it did not become a company in its own right 
until June 1985. Early titles included such educational gems as 
Caesar the Cat, First Steps with the Mr Men and Quick Thinking 
(early 1984). Spitfire 40 was published in Spring 1984 (“I remem¬ 
ber the date very clearly, because I spent Easter Monday at the 
duplicators, desperately trying to fix a bug in it,” says Jim). 

Mirrorsoft trundled along with neither big hits nor too many 
grand disasters until it began to make a speciality of the growing 
16-bit market in 1987, using its Cinemaware licence as a spring¬ 
board. The Mirror Group bought US companies FTL and Spec¬ 
trum Holobyte (now up for sale again) to add to its software sta¬ 
ble, while Mirrorsoft created a new games label, Image Works. 

First title: Game Creator, 1983 (written by the then teenagers, 
David and Richard Darling) 

Best ever seller: Falcon (all versions) 
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20, became available shortly after¬ 
ward. At first, it appeared that 
Imagine could do no wrong. Arca¬ 
dia sold strongly and the company 
presented a flamboyant, affluent 
lifestyle. It appointed Bruce 
Everiss, that “incorrigible” 
Microdigital boss from 1980, to 
head its marketing, there were 
tales of fast cars and fast 
lifestyles, and Imagine finished 
1983 on a high. In November, Bug 
Byte lost its second batch of per¬ 
sonnel when Alan Maton and 
Matthew Smith, programmer of the 
hit Manic Miner, left to form Soft¬ 
ware Projects, Smith with the 
Manic Miner sequel underway. 

Atari US axed nearly a quarter 
of its total staff - about 1,700 peo¬ 
ple - after posting “disastrous” 
financial results, despite announc¬ 
ing a new 1200XL computer with 
64K RAM, and cutting the price of 
the 800XL from £499.95 to 
£399.99. By the end of the year, 
Warner Communications was look¬ 
ing for a buyer for the ailing 
games company. 

Clive Sinclair, 42 years old, 
was named The Guardian Young 



Boulder Dash 

First Star Software 


Who said this - and 
to whom? 

"Are tou going to sell sugered water 
to children all your life when you 
could be doing something really 
important?" 


Where are they now? 

Eugene Evans 

Helped develop The Bermuda Project for Mirrorsoft in 1987, before moving into project 
management rather than programming. Now lives and works in the US. Joined Icon Simu¬ 
lations in Chicago a year ago; company has produced Deja Vu, Uninvited and Shadow- 
gate, published in UK by Mirrorsoft. 


Businessman of the Year in March. 
In June, he received a knighthood 
in the Queen's Birthday Honours. 

STORIES 

In the summer, Samurai Comput¬ 
ers changed its name to Elan Com¬ 
puters, and sparked off one of 
home computing's longest running 
sagas of missed release dates, 
name changes and confusion with 
the ever-entertaining tale of the 
Enterprise. 

The Elan Enterprise, we were 
told would be a computer “with 
obsolescence built out”. Dedicated 
chips handling graphics and sound 
(the ‘Nick’ and ‘Dave’ chips, if you 
will), large memory, expansion 
potential, the Enterprise had it all... 
on paper. When it eventually 
appeared at the end of 1984, it 
was maybe not obsolete, but cer¬ 
tainly nothing groundbreaking any 
more. 


“The Microdrive should have a 
major impact on the Spectrum 
software market, not only for 
games, but for sophisticated 
personal/business software 
like spreadsheets or database 
applications.” 

Personal Computer News, August 4 
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ANSWERS 

P.34 1980: Personal Computer World. May 1980. in a review of Texas Instruments' 

TI99/4 computer. 

P.32 1982: Richard Altwasser of Jupiter Cantab, about the Jupiter Ace (Popular Comput¬ 
ing Weekly. November 18,1982! 

P.35 1983: Steve Jobs, co-founder of Apple Computer, to John Sculley. then of Pepsi Co. 
Generally credited as the remark which persuaded Sculley to join Apple as president. 
Sculley later sacked Jobs. 
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1 “X Out is not simply a game, more a multi-sensory 
f assault - the first of a ‘new wave’ in software 
development that not only restates the principles 
* of games programming, but then transforms the 
expectations of the new generation of games 
players. Computer entertainment developed on the 
computer for the computer.” 


From the farthest reaches of outer space, they came to inhabit the depths of our oceans. 
From their savage assaults on a defenceless human race, grew a planet’s last desperate 
crusade - project Deep Star, the ultimate underwater war machine. Early encounters 
proved catastrophically ineffective, however a few kept faith, all the time improving 
Deep Star, the greatest collection of man’s technical wizardry, committed to the hands 
of a lone gladiator for one final attempt at halting the inevitable - the frantic death throes 
of a civilisation sinking into darkness. 

That gladiator’s battle cry ... take no prisoners, give no quarter, make no compromise. 

• Strategic underwater action. § Over 50 simultaneous ‘on screen f objects. 
t 48 colour graphics. I 50 pics per second scrolling ! 

• 8 levels each 160 screens. # 40 different aliens. 

• Multi graphics styles incl. lava, fire , crystal. 

• "Buy and sell” over 25 multi functional extra weapons. 

• Free style configuring of weapons and satellites. 


CBM 64/128 Sc Amstrad CPC 
I '^TPA T ‘ r ^J £9-93 tape, £14.99 disk 

Spectrum 

m m J £8.99 tape, £12.99 disk 

Atari ST Sc Amiga*- £19.99 < 

65 Sketty Close, Brackmills Business Park, Northampton NN4 OPL. 


Screen shots from Amiga version. 










In the pursuit of power, the end justi- honing of your military strategy and execution of 

fies the means . . . political subterfuge. 

Your opponents will betray you. They will Betrayal is available now for your ST and 
cheat, lie, pillage and kill - and try to blame you Amiga at £24.99, C64 and 
if they are caught! They will plot and spy against Spectrum cassette at £9.99, 
you in a fight for raw power and wealth. and C64 and Spectrum disk 

Betrayal involves a long, hard, ruthless at £14.99, and PC at £24.99. 

struggle, starting with the acquisition of towns, 
cultivation of your lands and culminating in the ® 1989 Floppy Electronic Services Ltd. MASTER OF STRATEGY 

Unit 1, Hampton Road Industrial Estate, Tetbury, Glos. GL8 8DA. Tel: 0666 504326/504412 
































THEIR 

FINEST 

HOUR 

The Battle of Britain 

ACE trips the flight fantastic with Lucasfilm’s latest historic air 

combat simulation... 



S ummer 1940: the future of Britain lies 
in the hands of a few idealistic, young, 
but very brave RAF fighter pilots 
equipped with just 530 fighters up 
against the might of Hitler's Luftwaffe 
with over 2030 aircraft. Given the 
choice which side would you have gone 
for? Well, with this new Lucasfilm his¬ 
toric flight-simulation you have just that 
choice, and the chance to fly eight classic aircraft 
from the period. You could even alter the outcome of 
the Battle of Britain if you're good enough! 

FLIGHT OF FANCY 

Their Finest Hour: The Battle of Britain is a classy 
product from start to finish. The PC version comes 


RELEASE BOX 

ATARI ST 

£24.99dk 

FEBRUARY 

AMIGA 

£24.99dk 

FEBRUARY 

IBM PC 

£24.99dk 

FEBRUARY 



THEIR FINEST HOUR: 

THE BATTLE OF BRITAIN 

Continuing the historic theme first shown in its 
earlier Battlehawks 1942 air combat simulation, 
Lucasfilm has produced a superb flight-sim in 
Their Finest Hour: The Battle of Britain. Although 
the control mechanisms aren’t that responsive 
and the PC graphics are slightly jerky, the sheer 
fun of playing through the numerous captivating 
missions and the chance to fly eight classic air¬ 
craft make this game an attractive purchase for 
any budding ace. 


ACE RATING 933 



66 If the British Empire and 
its commonwealth last for 
a thousand years,men will 
still say: This was their 
finest hour!’ ” 

Winston Churchill, 1940 


on four disks with a staggering - and extremely 
impressive - 200-odd page manual detailing every¬ 
thing you could possibly want to know about the Bat¬ 
tle of Britain - the Lucasfilm game and the real thing. 

On loading, you’re presented with a menu selec¬ 
tion screen detailing the game's options: training 
flight, combat flight, custom mission, play campaign, 
review combat records, review combat film or exit. 
Training flight lets you practise flying, shooting and 
bombing in various situations. Combat flight throws 
you into one of a possible eight historically-accurate 
missions for each of the eight aircraft included in the 
game. If you get bored with the preselected assign¬ 
ments, you can build your own missions using the 
Mission Builder utility included with the package. Play 
campaign allows you to take part in several cam¬ 
paign missions. You can also review the combat 
records of the pilots and crews who have flown on 
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THE HEROES 


your missions, and review the combat film which you 
can “shoot” during every mission. 



Douglas Bader 

Bader tragically lost both legs after a plane 
crash in 1931. However, this handicap didn’t 
prevent him from flying again. From July 1940 
to August 1941 Bader chalked up 22 kills until 
he was shot down over France. Bader spent the 
rest of the war in German prison camps. 


PLANE SAILING 

Their Finest Hour lets you fly eight single-seat fight¬ 
ers, double-seat fighters and dive bombers, and medi¬ 
um bombers: Spitfire, Hurricane, Messerschmitt 
Bf 109, Messerschmitt Bf 110, Junkers Ju87 Stuka, 
Junkers Ju88, Dornier 17 Flying Pencil or Heinkel 111 
Spade. Each aircraft has its own characteristics, 
advantages and disadvantages but the general con¬ 
trol methods remain the same for all eight. 

Easily the most powerful in-flight control feature 
is the review combat film option. During a mission, 
you can switch a camera on and record the ensuing 
action onto “film”. You can then playback the results 
just like a VCR using a comprehensive variety of view 
modes from the ground, air or even a bomb! 


REMEMBERING THE FEW 

This year sees the Battle of Britain 50th Anniversary 
Appeal dedicated to helping WWII RAF personnel and their 
families - they've a target set for collecting £20 million. If 
you want to get involved or make a donation contact: The 
RAF Benevolent Fund’s Battle of Britain 50th Anniversary 
Appeal Limited, 51 Grosvenor Street, London W1X 9FH. 
Tel: 01 495 2657. 


“Never was so much owed by so many to so few." 
Winston Churchill 



LUCASFILM’S FINEST HOUR 

The ACE team are well impressed with this one - it 
has everything you could possibly want: authenticity, 
character and most importantly playability and addic¬ 
tiveness. Whether you’re a flight-sim fan or not, you 
can still gain a great deal of absorbing enjoyment 
from scrambling a Squadron, taking out a few Hun 
over the English Channel, while managing to return in 
time for four o’clock tea at Mrs Miggins pie-shop. It’s 
great in-flight entertainment. Check it out. 


Ernst Udet 

Ernst Udet was a brilliant WWI ace with 62 kills. 
After WWI he became a stunt pilot able to use 
his wing tip to pluck a handkerchief from the 
ground. Udet joined the Luftwaffe, as a chief 
test pilot in 1935. After the Battle of Britain 
Udet’s reputation rapidly deteriorated and he 
committed suicide on November 17th, 1941. 


THE RIGHT STUFF 

After a dogfight over the English Channel, Pilot Officer 
Tony Woods-Scawen was forced to crash-land his Hurri¬ 
cane on the Isle of Wight, knocking out his front teeth in 
the process. He then caught a ferry to Southampton, but 
arrived too late to rejoin his Squadron. He made his way 
to a bar in a Southampton hotel, had a few drinks and 
spent the night. The next morning he telephoned his 
Squadron and told the adjutant, “If you want me to go on 
fighting, you’d better send someone down here to pay my 
bill”. 


Turning 
inside the 
enemy 



When attacked, German 
aircraft frequently resorted 
to flying in a ‘defensive 
circle’. If the attacking 
fighter could turn inside 
this circle he could bring 
his guns to bear wlist being 
in no danger of being fired 
upon himself. 


World War II fighter aircraft 


The aircraft everyone thinks of when talking of WWII fighters. Continually developed 
during the course of the war it was the only fighter which maintained it’s superiority^-- 
for the whole duration. 


During the 1930s a new 
generation of warplanes was 
developed, moving away from the 
wood and wire biplanes of the 
First World War and making use 
of flush-riveted metal stressed 
skin monocoque construction, 
retractable undercarriages and 
enclosed cockpits. 



Variable pitch 
propeller 


The Messerschmitt Bf 109 

The first prototype Bf 109 flew in May 1935 and was powered by a Rolls Royce Kestrel 
V engine, although the full production version used German made engines. The 109E-3 
version had a maximum speed of 348mph at 14,560ft, a wing span of 9.87m and was 
8.64m in length. It was armed with two 7.9mm machine guns and two 20mm cannon. 


When air flows around an aerofoil it is forced to 
travel faster over the top suface than the 
bottom. This creates an area of low pressure 
above the wing and low pressure below the 
wing the difference in pressure sucks the wing 
upwards 
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Attack on Middle Wallop: The ACE Photo-Story 
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Hugh Dowding 
- RAF Air Chief Marshall 

Dowding, a professional serviceman since 
WWI, was the controversial leader of the RAF 
during the Battle of Britain. Despite being the 
central driving force behind the winning RAF 
campaign, "Stuffy” Dowding was too uncon¬ 
ventional a leader for the British top brass, 
and was subsequently relieved of command on 
November 25, 1940 - he left the RAF two 
years later. 


Hermann Goering 
- Luftwaffe Reichsmarschail 


We catch up with the Ju 88 and let him have it! 


BLACK THURSDAY 


On August 15th, 1940 a group of Junkers Ju 
88s from l/LG 1 used a low-level approach 
to attack the airfield at Middle Wallop. They 
arrived so unexpectedly they surprised and 
all but wiped out 2 British Squadrons on the 
ground. Only a few Spitfires of 609 Squadron 
managed to make it airborne while bombs 
were exploding behind them in the hangars. 
The day was named “Black Thursday”. 


Goering was a WWI flying ace credited with 22 
victories and a Blue Max medal for valour. He 
joined the Nazis In 1922, going on to create 
the Gestapo, organise Hitler’s stormtroopers, 
set-up the evil concentration camps and head 
the Luftwaffe. Goering lost Hitler’s favours 
after losing the Battle of Britain and Russian 
Invasion campaigns, and was eventually cap¬ 
tured by the Allies on May 8th, 1945. He later 
committed suicide after being sentenced to 
death during the Nuremburg trails. 


Jet's get that shot from another angle! 


Thankfully the Ju 88 misses its target 


Meanwhile, the Ju 88 makes a bomb¬ 
ing run on the airfield... 
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While taxing our Spitfire on the Middle Wallop air¬ 
field runway we come under attack from a Ger¬ 
man Ju 88 medium bomber and Bf109 fighter 






We go to intercept the Ju 88 but are 
instead attacked by the Bff 09 - which 
we then turn our attention to... 




After firing a volley at us, the BF109 banks 
towards the sun in a classic manoeuvre 
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0Get the quarterly 
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your copy, receive it 


special savings on 


through the post for 
the next 13 months 


software from Ace 


The Magazine of 


Ultimate driving axperianoaT 
PlUft Hyporgamoo, ft mood 


6 month subscription £9.95 • 24 month subscription £31.95 
Overseas subscriptions^ months) Air Mail Europe £42.95 • Surface Europe and World £27.95 

SEE ORDER FORM ON PAGE 160 OR CALL 0733 555161 


If you aren't completely 
satisfied with your 
subscription, you may 
cancel and receive a prompt 
. refund for all unmailed 
Ik copies. A 
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3 ATMAN in the darkness, 

as elusive as a dream. High above 
the seamy streets of GOTHAM, 
^he is a criminal's nightmare. 

The only hope fora 
desperate city — 


Ocean Software Limited • 6 CerrfflW^I 
Telephone: 061 832 6633 • Telex: 669977 O 
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THE BEAST IS AMONG US 

)i 3Si e?4 H 1 11 r k if 

i t \ r r .; I. j.i jJj-i! 

This is it - A whole new dimension in computer games 

50 frames per second arcade quality scroll 

350 screens - 132 unique monsters 

13 levels of parallax scrolling 

900K of emotive music 

2Mb of graphics compressed in two disks. 

ENCLOSED IN 
EVERY GAME 

ORIGINAL 

A TRULY MASSIVE GAME FOR THE AMIGA 500, 1000 & 2000 

UNIQUE ROGER DEAN 

ncoiAM 

PSYGNOSIS - GAMES PEOPLE PLAY 

■ - --1 

. - . . „ AMIGA £34.95/ATARI ST COMING SOON 

Screen Shots from the Amiga version 
































SCREEN TEST 



T FORGET 
UPDATES! 


Pictionary hits three new for¬ 
mats, plus Fiendish Freddie 
and Continental Circus on the 
ST and Psygnosis' attractive 
ball-blaster on the PC. Check 
out p.123/4. 


THE 


:: ::ewing syste 


PIC CURVES 

This unique feature to the 
ACE reviewing system 
charts the interest level that 
a game stimulates over a 
period of time. The curve is 
accompanied by a comment 
to explain why it's the shape 
it is. Find out more in the Pic 
Curve Power panel on this 
page... 

Each review also carries 
special 'Version Boxes' that 
give you details of the 
game's implementation on a 
specific machine. These 
boxes include ratings for... 

GRAPHICS 

All aspects of the game's 
graphics with the limitations 
of each machine taken into 
account. A good-looking 
Spectrum game will there- 
foree score higher than an 
average-looking Amiga one. 

AUDIO 

The music and sound effects 
are rated here. A high rating is 


possible on even limited 
machines like the Spectrum 
and PC if the computer's 
shortcomings are cleverly 
sidestepped. 

IQ FACTOR 

Yes, sometimes you have to 
use your brain. This rating 
evaluates the risk of mental 
effort - which some people 
actually enjoy...Note that ACE 
readers are generally reck¬ 
oned to be more intelligent 
than other human beings, so 
the ratings may be lower 
than you expect... 

FUN FACTOR 

Basically a measure of mind¬ 
less addictiveness. Games 
like Arkanoid and Flying 
Shark require virtually zero 
brain power but are still 
remarkably addictive. Most 
coin-ops score well here 
because they are designed 
for instant satisfaction. 

Games don't have to be 
either fun or intelligent - they 
can be both. 


ACE RATING 

This is not just plucked out 
of the air but is calculated 
from the area under the PIC 
Curve. To get a really high 
rating a game will not only 
have to be very addictive but 
stand the test of time as 
well. Just because a game 
does not get over 900 does 
not mean we are not recom¬ 
mending it - the following is 
a general guide to what the 
ratings mean. 

900+ A classic game, 
recommended without reser¬ 
vation. 

800-899 A superb 
game, but perhaps lacking 
the long-term depth to last 
into the month and year cate¬ 
gories. 

700-799 Still highly 
recommended, but probably 
has a couple of aspects to 
the gameplay that take the 
edge off it. 

600-699 The 'fair' 
zone, where it tends to be 
very good 'if you like that 
sort of thing'. 


500-599 This still has 
good things going for it, but 
the game clearly has some 
noticeable problems. 

400-499 Problems 
with gameplay and program¬ 
ming make this an inferior 
game. 

300-399 Not only is 
the gameplay bad but the 
design was probably flawed 
in the first place. 

200-299 Things are 
getting really serious now... 

100-199 ZX81 games 
running on an Amiga. 

Under 100 Nothing 
has ever achieved this 
appalling level of rating. If 
anything ever does, it would¬ 
n't even be worth having it 
for free. 

VERSION BOXES 

This covers version-specific 
information on graphics, 
audio, loading problems etc. 

If there's no box for your 
machine but a version is 
planned, it'll be covered as an 
update in a later issue. 


THE TEAM 

..includes Steve Cooke, 

one of the original editors 
of this award-winning maga¬ 
zine, known to thousands 
through his many other previ¬ 
ous identities, including 
Zzapl's White Wizard, The Pil¬ 
grim, and Old Baldy. 

Eugene Lacey is the man 
who put Britain's top-selling 
games magazine, C&VG, on 
the map. Luckily for us, 
Eugene got fed up with writ¬ 
ing for 8-year olds and decid¬ 
ed the time had come to 
tackle thechallenge of ACE 
magazine. As one of Britain's 
most experienced games 
journalists, his word is LAW. 
Laurence Scotford is ACE's 
new staff writer - Laurence 
has been playing games 
since he was nipper, but 
some of them we probably 
ought not to mention. There 
was hot competition for the 
ACE Staff Writer position 
from gamesters all over the 
country, but Laurence pipped 
them all at the post by show¬ 


ing that he could not only 
push a game to its limit, but 
he could push a pen too and 
tell you all about it. 

Other reviewrers include Kati 
Mamza and Gordon 
Houghton, both of whom 
used to provide the reviewing 
talent for 'another magazine' 
but decided that ACE was 
worthier of their talents. 
Finally, Mike Pattenden is 
editor of Commodore User, 
one Britain's most presti¬ 
gious Commodore maga¬ 
zines. What Mike doesn't 
know about software could 
be written on a 6502... 


PIC CURVE POWER 


The PIC - Predicted Interest Curve 
tool around. Here's why... 


is the most sophisticated reviewing 


PREDICTED INTEREST CURVE 


PICs give you more than a rating - they rep 
resent the entire life of a game...yes SIR! 


The curve is divided into six sections, indicating the player's adrenalin level 
after one minute, one hour, one day, one week, one month, and one year. But 
this tells you an awful lot than just what your interest level will be at any given 
time (although that's obviously important in itself)... 

For example, a high one minute rating means that the game must look fan¬ 
tastic and get you all excited from the word go. That means it's probably a 
good game to show off to the neighbours - after all, they probably aren't going 
to pay attention for much more than a minute, after which they'll go back to 
drinking coffee and making rude remarks about 'those awful hostile games the 
boys play these days'. 

The minute, hour, and day ratings can tell you a lot about a game too. If 
there's a dip here, followed by a rise, you've got a game that may take a bit of 
getting into - not recommended if you like to get down to something quick and 
easy. Alternatively, the graphics may put you off for a while until the gameplay 
starts to grip. Check out the PIC comment for more details. 

Finally, you've got the month and year ratings. The better a game holds up 

here the more deserving it is _ 

of your hard earned cash. 

PIC curve construction 
takes a lot of playing on the 
part of ACE reviewers. PIC 
curve analysis is an art in 
itself. The reward is knowing 
just what you're getting when 
you make the decision to 
splash out on Mutant Mac¬ 
donald Gettysburgers .... or 
FI5 Strike Eagle II- just one 
of this month's excellent 
examples of today’s software 
technology. 


We don't review 
anything until we 
are 100% certain 
that we've got it 
right. We've 
checked them out 
thoroughly - now 
you can too. 













SCREENTEST 


TPMCFM’Q Hard Drivin> managed 

I UlUCn O to go up a gear on its 
numerous racing rivals in the arcades earlier 
this year with its realistic handling controls. 

Tengen have concentrated their efforts on 
making the car handle like a true racing simula¬ 
tion - rather than lavishing stacks of code on 
pretty scenery and background graphics. 

The visual effect of this approach is to cre¬ 
ate a game that looks very simple - basic geo¬ 
metric line drawings and blocky angular 
shaped vehicles on the road. But what Hard 
Drivin 1 may be considered to lack in graphics it 
more than makes up for in game play. 

You are placed at the controls of a super 
fast sports car competing in a race against 
several other cars on a choice of two tracks. 

The Stunt track features three exciting 
challenges; the Bridge Jump, Loop-the-Loop, 
and the Bank. It is also the part of the game 
where the main thrills and spills are to be had. 

Getting the speed and approach right as 
you go into these stunts is the key to success - 
and mastering this control will take a good deal 
of practice. 



HARD DRI 

DOMARK put the hammer down 


Steering the car in Hard Drivin ' also 
appears quite difficult on the first few attempts 
- but this is very much by comparison with 
other racing games that actually operate quite 
unrealistically under joystick control. Hard 
Drivin' is much more realistic. If you swing wild¬ 
ly out of control in one direction then in your 
attempt to right your position you are likely to 
swing pretty strongly in the opposite direction. 
Skidding also needs to be mastered if you are 
to become a skilled Hard Drivin ' ace. The skid¬ 
ding is excellent fun and can be used to partic¬ 
ular advantage on the Bank. 

The computer helps you master the steer¬ 
ing and acceleration with a variety of on-screen 
prompts. Steer wildly out of control and you 
may find yourself driving down the road in the 
wrong direction - but the computer points this 
out to you. Because of the delicacy of the 
steering a directional arrow moves slightly to 
the left and right. Keep this centred and you 
will not go too far wrong. 

Another feature there to help you is the 
action replay sequence. This gives an out of 
car view of the action (As opposed to your view 
of the road from the drivers seat, i.e. you are 
viewing the whole car). Particularly exciting 
viewing it makes too, especially if you come off 
the Loop the Loop track at high speed. But it is 
there for more than mere entertainment - it 
enables you to try things out and see how the 
car performs. 

A choice of automatic and manual con¬ 
trolled gears are available. The automatic 
gears enable you to concentrate on the stunts 
and the race - but once you have become famil- 

Spectrum version 


RELEASE BOX 

ATARI ST 

£19.99dk 

OUT NOW 

AMIGA 

£19.99dk 

IMMINENT 

SPECTRUM £9.99cs • £14.99dk 

OUT NOW 

AMSTRAD 

£9.99cs • £14.99dk 

IMMINENT 

C64/128 

£9.99cs • £12.99dk 

IMMINENT 

IBM PC 

£24.99dk 

IMMINENT 

ARCHIMEDES Approx. £30.00dk 

JAN 1990 




iarised with the controls you may decide that 
real men use gears. 

As you squeeze the accelerator the white 
lines in the middle of the road soon start to dis¬ 
appear quickly underneath your car as it roars 
forward. The feeling of speed is very convinc¬ 
ing due to the very low perspective you have of 
the road. 
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ST VERSION 

Near perfect conversion of the Tengen original. 
The speed is there, the music, and skidding, com¬ 
plete with sound effects to match. One of the very 
best racers now available for the ST. 


GRAPHICS 9 IQ FACTOR 9 
AUDIO 8 FUN FACTOR 9 

ACE RATING 937 


i 

ST Version: 

Action replay view of 
the Loop the Loop 
stunt. The driver 
lacked sufficient speed 
to pull it off. 


PREDICTED INTEREST CURVE 


Potentially timeless entertainment as Hard 
Drivin’ is likely to become the favourite racer 
for many gamers - and thereby get many 
regular spins. 


SPECTRUM VERSION 

The main race window features a monochrome 
display. Despite this the graphics are very 
detailed and the track moves fast enough to be 
convincing. It is slightly jerky but this is only to be 
expected. Greatly to the programmers credit, 
every single important game play element has 
been included - right down to the action replay. 
Once again a Spectrum conversion of an 
advanced coin-op is pulled off against the odds. 
First class Spectrum racing. 


GRAPHICS 8 IQ FACTOR 9 
AUDIO 7 FUN FACTOR 9 

ACE RATING 921 


The tracks are dotted with checkpoints 
which measure your progress against the 
game clock. If your speed is good enough you 
may get a crack at the Phantom Photon (com¬ 
puter controlled car) in a race around the Stunt 
Track. 

The Phantom makes a tough adversary 
and accelerates away from the start at great 
speed. Taking him on is for the advanced Hard 
Driver - but is a challenge well worth building 
up to. 


ST version: 

Driver's eye view of 
Loop the Loop. Foot 
down, deep breath, 
and close your eyes. 


The appeal of Hard Drivin 1 is in the pure joy 
of racing along - over taking other cars, and 
the sensation of speed that is created in the 
process. The stunts are the icing on the cake, 
but in the end it's the racing that remains as 
the main attraction. 

Hard Drivin' appears to have an addictive 
hook that many of the current crop of racing 
coin-ops lack. Domark have captured the addic¬ 
tive spirit of the game for home consumption. 
Unputdownable and certain to be the’ Dorn 
Dorn’s biggest hit to date - possibly even pip¬ 
ping all the other Christmas racers to the num¬ 
ber one slot. 

• Eugene Lacey 
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YOUR PC. 
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VETTE™ 

Spectrum Holobyte 

Outstanding 3-D solid modelling 
t graphics. Accurate mapping of San 
Francisco streets and landmarks. 

' Real manoeuvrability. Test 
performance factors of each 
Corvette. Varying difficulty levels. 
Option to choose from 4 Corvettes. 
Sogetset,buckleupandrevup. But 
a word of caution — don't be too f 
reckless or you might leave more 
than your heart in San Francisco! 

£3499 




DUNGEON MASTER™ 
FTL 


Step into the world of DUNGEON 
MASTER and see fantasy come to 
life. Set in the depths of the 
mysterious underground, 
DUNGEON MASTER puts you 
inside the most detailed dungeon 
ever created in software. Everything 
moves and works! Pick up objects 
with the mouse and take them with 
you or pick up the key and try it in 
the locked door. Maybe there's 
treasure on the other side or maybe 
there's a hungry monster. 

£39*99 


OMNICRON CONSPIRACY™ 
Image Works/First Star 
Software 

As a Star Police Captain, it's your 
job to keep the peace in the J 
Universe — OMNICRON is 
boggiingly compiex. Search 1 
everything, search everywhere. And 
don't take no for an answer! 

£34*99 



PQUCE 



WOLFPACK™ 
Mirrorsoft/ Nova logic 


Take charge of either Allied 
destroyers or German U-Boats in 
this classic simulation of war at sea. 
With seven period scenarios, as well 
as a full construction set. 
WOLFPACK lets you examine any 
aspect of North Atlantic naval 
warfare throughout the 1939-45 
conflict. WOLFPACK is the most 
sophisticated submarine surface 
simulation EVER! 


£24*99 



Alt screen shot^ sbow n frpm PC versicps All titles (c) Mirrorsoft Limited 1989 
Omnicron Conspiracy published under license from First Star Software Inc Woffpack published under license from Novalogic | 

Mirrorsoft Ltd Irwin House 118 Southwark Street London SE1 OSW Tel: 01 -928 1454 Fax: 01 -583 3494 
























































































SOFTWARE TOOLWORKS bring the muscle-bound hero of 
Chinese kung-fu revenge movies back from the dead - 
and give him artificial intelligence to boot. 



You're not just looking at one move here: the program lets you 
define macros for multiple attack tactics. 


“<“e 

accused of putting out programs that look simi¬ 
lar, however. Last time out came Life and 
Death - the game when you were trying to cure 
people. Now Bruce Lee Lives, where you are 
trying to kick their heads in. Naturally Bruce is 
the good guy, trying to defeat the assorted 
forces of Master Po. But I’ll tell you this - it’s 
not easy. 

The martial arts bit itself is quite straight 
forward, with about 15 sensibly positioned 
moves - activated either by joystick or key¬ 
board, with or without fire/shift pressed. One 
particularly nice bit is the fact you can program 
a series of three selected moves into a 
“macro” - activated by a single keystroke dur¬ 
ing the combat sequences. This can be quite 
useful. 

First it’s into the training room to practice 
your skill on the punch bag. You’ll find this vital 
if you are to get through the initial testing 
stages. No ‘straight into the action’ stuff here - 
you first have to prove your worth in the quali¬ 
fying rounds. This is not a simple workout - 
from the very beginning the program starts to 
show its well concealed teeth. Because it 
learns. 

Remember back in the old days, when you 
used to be able to find a series of moves that 
always, always, always used to take the oppo¬ 
sition out? Bruce Lee Lives just won’t stand for 
that sort of crap. The blurb claims that it identi¬ 
fies moves and sequences that you commonly 
use - then adapts its tactics accordingly - up 


PREDICTED INTEREST CURVE 



minute hour day week month year 

PC M 

Rapid appreciation of the program's learning 
instinct leads to long term challenge. 


to the point of using 
your particularly good 
sequences back on 
you! 

First off, I tried 
using the repeated 
jump kick - and was 
pretty successful. 'Ah 
so' methinks - this 
learning business is a 
pile of doggy. Next 
qualifying round, tried 
again. Got beaten to a 
pulp. Tried again - seri¬ 
ous intensive care 
needed. Surely some 
coincidence. 

A trip back to the 
gym quickly installed a 
new jump kick, low 
kick, jump kick sequence - then back to the 
qualifying. This worked a lot better immediate¬ 
ly....until the second round. Pass the plasma 
please, Vicar. Take it from me, the program is 
smart! 

Having got through the qualifying rounds, 
you go on to a number of missions of increas¬ 
ing difficulty, ending with a final confrontation 
with Master Po himself. You can only take on a 
harder mission, ‘though, when you have com- 
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PC VERSION 

Fast, colourful, and above all intelligent. 
Don't expect too much in the way of 
sound - but you're used to that, aren't 
you? 


GRAPHICS 7 IQ FACTOR 6 
AUDIO 4 FUN FACTOR 7 


pleted the ones before it. 

One point, your energy does replenish at a 
slow but constant rate while fighting - but there 
again, so does that of your opponent. Here I 
found the single glitch I could complain of - 
you can get into a repetitive sequence of 
punching each other, when very close together. 
Neither of you inflict damage, but your oppo¬ 
nent will not back off if you carry on punching, 
he’ll just punch back. 

You can use this to take a breather if you 
are hopelessly behind in a bout and recover all 
your lost stamina. OK, so will your opponent, 
but he never goes beyond 100%, so you soon 
catch up. 

This learning thing has to be the main chal¬ 
lenge to the game, in all honesty. The graphics 
are fine, but not stunning - unlike a EA’s 
Bodokan to be reviewed next month - and 
although there is a story line to it, there is no 
variation in the weapon types or disiplines 
used. 

But despite that, however, it is highly 
playable and will present you more of a chal¬ 
lenge than the run of the mill beat-’em-up plus it 
will certianly retain your interest for longer. On 
that premise alone, it’s well worth a look. 

• John Cook 
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WONDER BOY 


Hack'n'slay with cutie power on the SEGA. 


Ill 


Boy back in his third 
WUNliEn incarnation, once again 
bringing the art of the silly sprite to the Sega. 
As with the other Wonder Boy titles you play 
the adolescent hero as he carves his way 
through various baddies (none of whom look in 
the least bit threatening), in a platform based 
action adventure. 


This time you begin your adventure as per 
any day of the week. You know, it’s the usual 
monster hacking routine (no sweat). But things 
start to go wrong when you come across the 
nasty old Dragon. When (and if) you manage to 
mortally wound him he throws a horrible curse 
and turns you into Lizard Man (yuk!). Which only 
goes to prove what you suspected all along — 
Dragons are really bad losers. 

Well, no use crying over 
spilt milk — you’re a lizard 
now and you’re going to have 
to work out how to regain your 
normal form. It isn’t all bad 
news, however, you do look 
very cute as a Lizard (honest¬ 
ly, it suits you). Even so, you’ll 
probably not want to stay that 
way for too long. 

The answer lies in a magi¬ 
cal item known as the Sala¬ 
mander Cross (no, not an 
award for heroic lizardry but 
the only thing that can restore 
you to normality (normality?!). 
The rest of the game con¬ 
cerns your quest for the said 



Wonder Boy confronts the evil fire-breathing dragon. Even 
if he manages to defeat the monster all will not be well. 
The dragon has something nasty up its scaly sleeve. 


Cross, and involves the usual bizz with a whole 
host of colourful nasty critters. 

The game is quite enjoyable to play and 
has some nice touches. The sprites are fun and 
well animated (look out especially for the way 
Wonder Boy himself skids to a halt when you 
stop. The scenery features are very good too, 
like the giant springs which launch Wonder 
BoyAizard Man onto higher platforms. Good 
arcade adventure fare for the committed... 

• Laurence Scotford 
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GHOSTBUSTERS 

The classic spook license now haunts SEGA... 


■WQ always a rather pleasant surprise 
II w when a film tie-in turns out to be a 
good game. Such was the case with the origi¬ 
nal Ghostbusters game, released way back in 
1984. Activision, the company responsible for 
the title, chose to concentrate on the more 
obvious action sequences from the film rather 
than worrying too much about a subtle plot. 
This approach seems to have worked well. 

The game on the Sega plays much the 
same as it did on the original computer ver¬ 
sions. You begin with a small amount of cash 
with which you can buy a basic ghostbusting 



Our heroes move in, ion beams and 
ghost-trap at the ready, in an attempt to 
bag a few more ghosts. They had better 
get it right, though, or they'll be slimed. 


vehicle and equip it with the essential pieces of 
equipment needed to go out and bag ghosts. 
Once you have kitted up, it’s time to drive off 
and nab some nasties. 

In the first section of the game proper you 
are presented with a map of the city. The Gate¬ 
keeper and The Master of the Key are both 
wandering around. If they happen to meet and 
make their way to Zuul, then things start get¬ 
ting nasty. Meanwhile, you guide your ghost¬ 
busters symbol around the streets touching the 
ghosts before they accumulate and form 
Marshmallow man. 

In the second section of the game in which 
you have an overhead view of your ghostbust¬ 
ing vehicle driving through the streets. You 
must avoid other traffic, while sucking up the 
passing ghosts with your ghost vacuum. Once 
you arrive at the infested building you enter the 
section of the game which actually requires 
some sort of skill. Here you must manoeuvre 
your ghostbusters with their ghost trap and Ion 
beams to capture all of the ghosts floating in 
front of the building. If you fail to trap them all 
you will be slimed. Ugh. Your ultimate aim is to 
build up enough points to enter Zuul before the 
city’s PK energy gets too high. Then you can 


sneak past the Marshmallow man for your final 
confrontation with Gorza. 

The appeal of Ghostbusters really lies in 
the sheer variety of the gameplay, even though 
some of the sections are ridiculously simple. 
As an added attraction, the better you do, the 
more complex and useful the equipment you 
can buy. This feature is likely to keep you com¬ 
ing back to the game, even after you have 
played it several times. 

• Laurence Scotford 
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SWITCHBLADE 

GREMLIN'S little Cyber Knight goes forth into arcade 
adventure land 


TUC cy * 3er wor ^ ^ raxx ' s 

1 lit about to enter a new 
era of darkness and despair. The 
dark lord of nightmares, Havok, 
having slept for 10,000 years has 
finally woken. The Fireblade has 
been broken, and it’s sixteen 
pieces scattered through the 
underworld where Havok now 
reigns. The slaughter has begun, 
and all of the Bladeknights, hi-tech 
warriors of Thraxx are dead. All, 
that is, except one. The last of the 
Cyberknight’s, Hiro, is Thraxx’s last 
hope. 

Harrowing stuff isn’t it? You, 
naturally enough, play the hero Hiro 
(sorry about that), in this platform 
based arcade adventure with beat- 
em-up elements. Your task is to 
search the undercity for the sixteen 
pieces of the Fireblade. 

Once you have collected 
them all you will be 
ready for your final con¬ 
frontation with Havok. 

During your search 
you will have to tackle 
the many evil creations 
of Havok. To begin with 
you have a basic series 
of punches and kicks to 
defend yourself with. 

Fortunately for you, your 
Cyber Arm is repro¬ 
grammable. Yes folks, 
that means Power Ups, and lots of 
'em. Rather than have a whole 
gamut of complicated joystick 
moves for each offensive move¬ 
ment you must use a power bar (a 
la R-Type ) to gauge the strength 
and type of each punch/kick you 
make. This depends on the length 
of time that you hold down the fire 
button. 

Make short stabs at the button 
and you will throw light punches. 
These are quick, but not very pow¬ 
erful, so you will have to keep pum- 
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melling away at your opponents for 
quite some time before they disap¬ 
pear in a puff of pixels. Hold the 
button down for long enough how¬ 
ever and you will execute a perfect 
sweeping kick - powerful enough 
to dispatch most bad guys with 
one blow. 

The actual display shows only 
the areas you have already 
explored. Any areas you have not 
yet entered are initially dark. This 
makes the whole task of exploring 
the complex a lot more interesting. 
Often areas are accessible only 
after you have smashed your way 
through a crumbling wall, so it pays 
to be thorough. This is especially 
the case with regards to power-ups 
and bonuses, which are frequently 
hidden behind crates. 


Graphically, Switchblade is 
quite nice. The sprites are not that 
large, but this does allow for a larg¬ 
er playing area. There are also 
some fairly tuneful ditties playing 
alongside the usual spot effects. 
Gameplay seems to be pitched just 
about right as well. The combat 
method works well, and allows you 
to get straight into the game with¬ 
out having to absorb half-a-dozen 
impossible controls. Well worth a 
look - there should be something 
here to satisfy most people. 

# Laurence Scotford 


AMIGA VERSION 

Small, but cute sprites and a dinky 
soundtrack make for a fairly enjoyable 
romp. It's not a game that I would classi¬ 
fy as an 'Amiga game', however, in that 
it doesn't really do anything that you 
couldn’t do just as well on an ST. Don’t 
let that stop you from giving it a try how¬ 
ever. It plays well once you've got into 
the swing of things. 


i GRAPHICS 8 IQ FACTOR 6 
AUDIO 7 FUN FACTOR 7 


00000410 

03 




H r r ! r ' 



-r-1 



i -B - 











ip 

•- : r ^xxxxxxxSg 


▲ 

V 


w 

mm 


wm t\/\ 



r 


tttiltVlIltl 

MB 

tiiititiiiiliHi 


If he’s quick enough, Hiro can grab the 
crystal above him for a bonus. 



Visit London in the 1920’s 


The Hound of Shadow is set \ ' 

in London in the 1920’s and S \ 'b 

is rich in the atmosphere of 4 i II : 

the era. It features ‘Timeline’ ^ ^ 

Use investigative research to 

arcane lore. VisiUjondoruiUh^Q^OI^^^^^^ 

Available for ST and Amiga. 

Comin^sMn^PC. 

Create your character 

“It’s an exciting game that should give you plenty of sleepless 
nights: when you ■re not up playing it, it will be on your' mind . .. ” 
ST Format-Gold 

“The game's storyline is well-researched and absolutely oozes 
atmosphere ” ST Action 
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Colourful battle-lust from the berserkers at HEWSON 


tlfUEAJ y° uVe had one of those really 

VvnfcN hard da v s at work - ever y thin § 

that can go wrong has gone wrong, and you’re 
just about ready to explode, there's nothing 
better than taking on a whole army single hand- 
edly and having a good hack for half an hour or 
so. Let me tell you, it’s a really good way to 
shift that old tension headache. Just in case 
you haven’t got a few friends handy who are 
willing to be hacked about a bit, Hewson have 
come up with the perfect solution - Onslaught. 

If, like me, you have always thought that 
conventional wargames were a bit dry (my 
apologies to all those hard core table top war 
enthusiasts out there), then Onslaught is the 
game for you. It is based around the mythical 
land of Gargore. A land peopled by war-like 
tribes, each of whom worships one of the 
many gods (all neatly explained in the rather 
detailed manual). You play a lone warrior, also 
a follower of one of these gods, who sets out 
to conquer the entire land (ambitious eh?). 

There are several phases to the game. The 
first presents you with a square battle map, 
divided into a grid with each cell representing 
either a kingdom , a temple, or a landscape 
unit. Landscape units are shown as mountains, 
water, and so on. You cannot cross these 
unless you have collected the relevant magical 
charm, available at certain later stages of the 
game. By moving the cursor over an adjacent 
enemy kingdom you are shown an information 
panel giving you the alignment, type, strength, 
and so on of the people who reside there. If 



The battle map, showing the territories that make 
up the war-scarred land of Gargore 


you now press the fire button you can attempt 
to conquer them. 

Conquering kingdoms is the main, meaty 
part of the game, and is achieved in three 
stages: field battles, sieges, and mind battles. 
The first two are quite similar and are the best 
parts of the whole. When you first see the 
graphics for these stages you are going to be 
absolutely gobsmacked. You are presented 
with a sideways scrolling view of your warrior 
battling, claw and tooth, with the opposing 
army. The sprites are absolutely first class. 
Incredibly detailed, and extremely well-animat- 


ed.These are set against 
equally brilliant back¬ 
ground graphics and a 
colourful, graduated sky, 
which obviously involves 
some pretty intensive 
palette switching. 

You begin at the far 
left of the battle field and 
must slash and hack your 
way through the enemy 
forces to reach the oppo¬ 
site side of the field. It's 
not just a case of plough¬ 
ing your way through 
however, for if you let 
too many of the enemy 
get past you then you will 
lose the battle. To start 
with you are armed only 
with a mace, but as you 
kill your opponents they 
leave shields behind which can be collected to 
gain more powerful weaponry. Selecting 
weapons can prove a little tricky in the heat of 
battle. Fortunately, there is a tutor mode that 
automatically collects and selects weapons for 
you. The only disadvantage with this mode of 
play is that your score is never entered on the 
hi-score table. 

The second stage, siege, is much like the 
first only you actually enter the enemy’s fortifi¬ 
cations. The third stage, mind battle, is a sub 
game in a completely different style, it suppos¬ 
edly represents the psychological bat¬ 
tle between you and the enemy lead¬ 
er. This involves moving a cursor 
around a weird looking head with flail¬ 
ing arms, and firing at it, while avoid¬ 
ing return missiles, and collecting 
bonuses. The same section is also 
used if you attack a temple. Should 
you win this last stage, then you have 
successfully conquered that kingdom. 
As you slowly conquer kingdoms on 
the battle map you will also have to 
contend with plague and rebellions, 
making it just as difficult to keep king¬ 
doms under you as it is to gain them 
in the first place. 

Onslaught is a superbly presented 
game, with a lot to it. It is quite enjoyable to 
play, but the method of selecting weapons and 
the over busy on-screen action can make it dif¬ 
ficult to keep pace with the game. This is a 
shame, as it flaws an otherwise excellent prod¬ 
uct. I also suspect that conquering kingdoms 
could become a bit monotonous after a while. 
Having said that, if you enjoy a bit of frantic 
Hack ‘n’ Slay, then this is definitely the game 
for you. 

Laurence Scotford 



Our hero is about to be impaled by a passing charger. While 
he’s dying there’s time to admire the colourful sky. Which, inci¬ 
dentally, can be edited by the player 
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ST VERSION 

Your immediate reaction will be: 'That’s never run¬ 
ning on an ST!'. The graphics are incredible. For¬ 
get any notion of dull 16 colour limitations on this 
game. The scrolling is as good as you can expect 
from the ST, bearing in mind that, on this 
machine, it’s a fairly processor intensive activity. 
Hewson haven’t let you down in the sound depart¬ 
ment either. They've obviously worked hard on 
getting the old prehistoric sound chip pushed to 
its limit. Loud, Colourful, Fast and Furious... What 
more can I say? 


GRAPHICS 

AUDIO 


IQ FACTOR 5 
FUN FACTOR 8 


ACE RATING 850 
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A ATARI...THE POWER BEHIND 
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•STAR BREAKER ' ' 

The year is 3189. The Galactic XfiTKilKn 

Exploitation Federation has been sending — . . ■ ■ 

mining corps to newly discovered planets on the . ymmmmk 

periphery for thirteen year|. New Chicago is one of 

the New City Systems of planets lifeless, except for the mining * 

colonies, but rich in mineral and precious ore deposits. 

Members of the Rrampon Farmer's Guild have overrun New Chicago in the miles of 
underground tunnelling created by the mining colonies. The directors of the Galactic 
Exploitation Federation have offered a substantial bounty to anyone clearing the planet 
of its unwanted visitors. You and your ship SS Star Breaker change course and head 
for New Chicago ...... 

ATARI ST AMIGA IBM PC £19.95 

“. among the best arcade games on the market ” ST User 
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SHAKE... RATTLE... ROLL IT 

AFTERBURNER-You've played 
the arcade smash - now 
experience the white-knuckled 
realism of a supersonic dogfight 
at home! Using your heat¬ 
seeking missiles and laser anti¬ 
aircraft fire, can you be top gun 
against supersonic swarm? 

Experience brain-numbing G- 
forces; bones rattling with the 
body-jarring pitch and yaw... 
scan with your radar, lock on 
your target and FIRE! 

AFTERBURNER TM SEGA © are 
trademarks of SESA ENTERPRISES 

ltd. This game has been 
manufactured under licence 
from Sega Enterprises Ltd., 
Japan. 


Once beaten, but not destroyed, 
the evil Shogun Kunitoki used all 
his mystic powers to transport 
himself through time and 
establish a new empire of 
tyranny in modern day 
Manhattan. In fear of Kunitoki's 
growing powers, the arcane 
gods used all their wisdom to 
bring you, the Last Ninja, across 
the abyss of time and confront 
your arch-enemy once more. You 
arrive in this frightening and 
awesome modern world bringing 
nothing with you save your 
intelligence, skill and cunning 
and a burning desire for 
vengeance. Will this be the final 
battle? Can you vanquish 
Kunitoki once and for all? 

© System Three Software Ltd. All rights 
reserved. 


The World's most famous 
sports car race comes to 
your home computer screen 
with this exciting simulation 
of the 24 hourLe Mans race. 
World endurance 
Championship sports cars 
battle through day and night 
sequences where both 
strategy and driving skills are 
required to take the winner's 
laurels. This stimulating 
challenge inspired by 
Konami’s sit in driving 
simulator reproduces all the 
elements at the famous race 
with every twist and turn of 
the track. 

© Konami 


Skillful programming has 
taken the superb graphics 
and addictive game play of 
the monster Arcade hit and 
faithfully reproduced it in 
home computer versions. 

Join in deadly combat with the 
savage street gang of the 
infamous Shadow Boss. Use 
whatever weapons come to 
hand as you pursue the gang 
through the slums, factories, 
and wooded outskirts of the 
city to reach the Black 
Warrior hideout, for the final 
confrontation with the 
Shadow Boss himself! 

©1988 Mastertronic International, Inc. 



ALSO AVAILABLE 
ON DISK 

£ 17.99 
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FUTURE WARS 



PALACE SOFTWARE import a great Gallic graphic adventure. 


ADVENTURESS" 

a revival recently - but not, perhaps, in the way 
that many old adventure die-hards might have 
hoped for. The text adventure seems to have 
finally died a death (at least in the sense that 
none of the larger commercial software houses 
cater for this format any more). When a com¬ 
pany like Level 9 (having already made a con¬ 
cession to graphics fans), packs its bags and 
moves on from a genre it has been renowned 
for, then you know that change is in the air. 

There has been a noticeable move towards 
more complex graphics, and simpler, though 
more sophisticated, ways of interacting with 
the machine than was afforded by some of the 
early adventure classics. This is, perhaps, not 
surprising, given the widespread availability of 
machines like the ST and Amiga which both 
boast a powerful processor, large amounts of 
memory and easily accessed graphical front 
ends. 

Companies like Sierra-On-Line have lead 
the way forward with celebrated titles such as 
Leisure Suit Larry, Police Quest, and Space 
Quest These are all distinguished by their 
heavy reliance on detailed background graph¬ 
ics, animated sequences, and the use of the 
mouse for movement and selection of many of 
the commonly used functions like saving and 
loading games. The Sierra games never com¬ 
pletely divorced themselves from text input 
however, and although they all use an extreme¬ 
ly advanced parser, which does make things 
easier, you still have to make the machine 
understand what you want to do through typed 
phrases. 

At first sight, this new graphic adventure 
from French developers Delphine Software 
looks quite a bit like the Sierra adventurers. 
But the resemblance is only superficial. An 
immediately noticeable difference is the superi-' 
or quality of both the graphics and sound 
effects. They are not just good, they’re first 
class. Much the same goes for the animated 
sequences which occur at particular points 
throughout the game. Attention to detail, espe¬ 
cially in the presentation, is found throughout. 


PREDICTED INTEREST CURVE 



minute hour day week month year 

AMIGA m 

It will take a while to get into the game, but 
you won’t be disappointed. Shouldn’t take too 
long to solve though. 



Impressive isn’t it! This is just th< 
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For example, rather than captions , text boxes, 
and menus blocking out huge areas of the 
screen, they are presented as white text on a 
translucent grey background, a la Channel 4. 
This way, you can still see the graphics 
beneath them. 

Movement is achieved by moving the point¬ 
er to your planned destination and clicking the 
mouse button. The hero, an office window 
cleaner, then attempts to walk towards the 
spot you have indicated. When you come to 
give him other instructions you discover the 
beauty arid economy of the Cinematique sys¬ 
tem that has been used to create the game - 
no text entry! 

By clicking the left mouse button you call 
up a menu of standard adventure commands: 
EXAMINE, TAKE, INVENTORY, USE, OPERATE, 
and SPEAK. Once you have selected the option 
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AMIGA VERSION 


In Future Wars there is none of the shoddy'art¬ 
work you may have to come to expect from 
adventures in the past. Instead you are treated to 
superb graphics, stunning sound, and detailed 
animation. The cinematique system makes good 
use of the Amiga’s mouse and graphical capabili¬ 
ties. A stunning product. 


GRAPHICS 9 IQ FACTOR 8 
AUDIO 9 FUN FACTOR 8 

ACE RATING 910 


you require, you move the pointer to the per¬ 
son or object you wish to apply the command 
to. For instance - if, in a standard text adven¬ 
ture, you would type ‘OPEN BLUE DOOR’, with 
Cinematique you would select OPERATE, then 
move the pointer over the blue door and click. 

There are several advantages to this sys¬ 
tem. Firstly, there is no fiddling about trying to 
find just the right word to use, secondly, unless 
you're a touch typist, this method is much 
quicker. Another benefit that is probably not 
immediately apparent is that there are a limited 
number of combinations of commands and 
objects/people, so even if you cannot solve a 
problem logically, you can probably do it even¬ 
tually through trial and error. (I can see purists 
turning the page in disgust!) This does mean 
that this adventure is likely to prove a lot less 
frustrating than most, especially for novice 
adventurers. 

The actual plot concerns the thwarting of 
alien plans to disrupt history making their con¬ 
quest of Earth in the 43rd Century inevitable. 
You have been unwittingly drawn into this rather 
messy state of affairs. You find yourself being 
dragged through several time zones in an 
attempt to put a stop to the diabolical machina¬ 
tions of the aliens. This provides plenty of 
opportunity for for varied graphical locations 
and problems, that should be enough to keep 
most people happy for some time. 

Although I can see that Future Wars might 
not appeal to adventure purists, it does suc¬ 
ceed in making the genre accessible to a lot 
more people. It is certainly an enjoyable, well- 
presented product with a lot of depth, and I 
wholeheartedly recommend it if you fancy an 
adventure that is a little different. 

• Laurence Scotford 
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BATTLE 

SQUADRON 




weapons, each repre¬ 
sented by a different 
colour capsule. There’s 
not too much differ¬ 
ence in style or perfor¬ 
mance, and it all 
comes down to per¬ 
sonal taste which is 
the best weapon, but 
check out the Magma 
Waves for some whole¬ 
sale destruction! And of course there’s a com¬ 
plement of smart bombs for when the going 
gets tough. 

Each level is broken down into two halves 
- the first takes place above the planet sur¬ 
face, where the aliens thankfully aren’t too 
nasty, while the remainder is fought out under¬ 
ground, in the planet’s subterranean caverns. 
This is where things get sticky as the huge sta¬ 
tionary aliens that were such a pain in Hybris 
make a comeback - but this time they’re big¬ 
ger and beefier. Look out for the gargantuan 
Venus Flytraps! 

Of course the end-of-level baddies are 
back, but they're badder and more vicious than 
ever. This time around it’s not just a matter of 
pumping them full of lead - most of them have 
to be taken apart piece by piece in the correct 
order. 

As sequels go, Battle Squadron does the 
job - the programmers could have copped out 
and done a few measly extra levels, but the 
complete facelift that’s been done here means 
you’ve got a whole new shoot ’em up that still 
manages to retain the winning feel of the origi¬ 
nal. It's tough - at least as tough 
as Xenc" 11 - but a moderator 
screen provided that allows 
you to ss around with num¬ 
bers of lives, alien speed, extra 
weapons and so on to give you a 
head start. 

Aesthetically it’s a winner 
- a real improvement over the 
original with bigger, badder nas¬ 
ties and - something which 
Hybris lacked - proper varied 
landscapes. Check out the 
mechanical level for some jaw- 
dropping effects! 


Scorching action from the programmers of Hybris . 

All in all, Battle Squadron must go into the 
top three Amiga shoot ’em ups, along with 
Xenon II and Silkworm - not to be missed. 

• Gary Whitta 
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AMIGA VERSION 

An excellent soundtrack comprising a plethora of 
themes and jingles does the business, and graphi¬ 
cally there’s little to touch it. It’s the little touches 
like the slight left-tonight scrolling that give this 
the edge. The only quibble is that there’s not 
much feeling of depth to the backdrops - perhaps 
some parallax scrolling would have helped? Game- 
play-wise however, it’s Top-Hole, Numero Uno, The 
Big Cheese, Jolly Good Show... 


GRAPHICS 


IQ FACTOR 2 
FUN FACTOR 8 


ACE RATING 867 


PREDICTED INTEREST CURVE 


Blasting addiction all the way 


All this and Hybris Two 
from ELECTRONIC ZOO. 


ip there’s one word that sends Amiga-own- 
lr ing shoot ’em up freaks into an apoplep- 
tic seizure, it’s Hybris. Released near the begin¬ 
ning of last year, Discovery Software’s US 
imported blaster did for the Amiga shoot ’em 
up what F/A-18 Interceptor had done for the 
Amiga flight sim - mainly because at the time 
there were no decent quality blasts about, 
apart perhaps from Sidewinder and Xenon. 

Such was the critical success of Hybris , a 
follow-up was inevitable - and here it is. It’s not 
an official sequel - there’s no Hybris II subtitle 
or anything like that. But it’s by Martin Peder¬ 
sen and Torben Larsen, the team behind the 
original, and after one look at the game there’s 
no denying the similarites. In practical terms, 
Battle Squadron is really Hybris 1990 - a 12” 
remix of the original, with Martin and Torben 
taking the original formula and giving the 
graphics, sound and gameplay and elaborate 
overhaul. 

The most notable new inclusion is the 
simultaneous two-player option that seems 
sadly lacking in many shoot ’em up these days. 
Fight the good fight together with your mate to 
make the task that much easier - and enjoy¬ 
able. There’s a level of healthy competition pro¬ 
duced as a result - you’re a team when it 
comes to killing the alien peril, but as soon as 
a weapon capsule is released, it’s every man 
for himself. 

And talking of extra weapons... There are 
25 in total. Remember in Hybris , how the 
weapon was upgraded through a series of 
stages? Well that’s how it works here, but there 
are four separate and upgradable 'base' 


56 Advanced Computer Entertainment 

























































THE WORLD’S FIRST INNER-TUBE RACE! 
The major coin-op arcade game of the y ear± 

Toobin’ is the wackiest , 
funniest and most 
entertaining 
game ever! 
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© 1989, 1988 TENGEN INC . All rights reserved. 
tm Tengen Inc. tm Atari Games Corporation. 
Programmed by Teque Software Developments Ltd. 


Published by DOMARK LTD, FERRY HOUSE, 51-57 LACY ROAD 
LONDON SW15. TEL: 01-780 2224 


Available for: , IBM PC, Atari ST, Amiga, 
Commodore 64 Cassette & Disc, Amstrad 
Cassette & Disc, Spectrum + 3, Spectrum 48/128. 
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THE THIRD 
COURIER 


B 


erlin sounds like an exciting place 
these days. A quick visit with a ham- 
_ mer to chip a block off the Iron Cur¬ 
tain for posterity, a few free beers from emo¬ 
tional innkeepers, flowers from ecstatic 
passers-by, in fact just the place for a holiday if 
you fancy seeing history unfold before your 
eyes. 

On a rather different level, Berlin is also the 
scene of Accolade’s latest offering. It’s a 
strange experience to wander up and down the 
Ku’damm in the game while simultaneously 
watching a TV program featuring hordes of 
tired and emotional Germans tumbling down 
the same street. With such strong competition 
from current events, can the game hold its 
own? 

TTC takes place in the old Berlin and the 
Wall is most definitely in place. The program 
gives you the opportunity to create a number 
of Agent files, each of which effectively defines 
a player character who may then be ‘activated’ 
to enter the scenario. Your objective is to 
recover stolen NATO defence plans before they 
can be sold to the Russians by an apparently 
defecting Western agent. 

Each time you play you can select any one 
of your filed agents and ‘activate’ him (or her). 
Relevant characteristics include the standard 
RPG-style attributes, but these have a rather 
subtle effect on the action during the game. 
What’s most important is your ability (or other¬ 
wise) to handle a gun and your current poten¬ 
tial for healthy living, both of which determine 
how long you’re likely to survive constant 
attacks by panhandlers, muggers, drunks, and 
assassins. 
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A policeman confronts you in the street near your apartment. All 
encounters take this format: a graphic figure, and limited interac¬ 
tion. If you kill someone, you can usually take their weapon. 


You start the game in your apartment. The 
display shows your current location: there are 
three categories of location display rather as in 
The Bard's Tale series. Interiors of shops and 
apartments are revealed as single flip-screen 
rooms. Exteriors scroll towards you with a per¬ 
spective view each time you move, and there 
are also the equivalent of ‘dungeons’ - sparsely 
detailed perspective interiors that scroll in a 
similar fashion. 

As the Iron Curtain is swept 
aside, ACCOLADE plunge you 
back into the Cold War. NATO 
plans are missing, and it's up to 
you to create an RPG-style 
character and get after them... 

Encounters involve the relevant assassin or 
colleague appearing as a detailed figure super¬ 
imposed on the current location graphic. A 
description of the encounter is flashed up, and 
if things turn nasty you’ll be keeping a close 
eye on your character attributes on the right of 
the screen. It doesn’t take many shots from a 
policeman’s NATO rifle to get the health down 
to zero. 

Commands are all menu-driven but the 
design of the menus can mean some rather 
tiresome multiple selections for frequently 
needed options. For example, confronted by a 
policeman demanding your papers, you have to 
ACTION, USE, US PASSPORT every time. 
Adding in an ENCOUNTER menu could cut this 
and other hassle fac- 
■ tors down consider- 


INTELLIGENCE 


KNOWLEDGE 


INTUITION* 
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I Action 1 [inventory)[Places a b|y. 

This may seem 
like a small problem, 
but it’s compounded 


by the game’s most 
serious design flaw: 
over-frequent and 
uninteresting encoun¬ 
ters. While you 
explore the city, 
you’re constantly 
challenged by police 
who only want to see 
your papers. In the 
end it becomes so 
tiresome that it 
becomes a real disin¬ 
centive to further 
movement. Other 


An interior Dungeon-style - this is a hotel. 

encounters are just as dull and after being told 
to get lost by the nth identical looking barman 
in the nth identical looking bar, you’re looking 
up at the shelf for something else to play. 

Your search for the NATO plans involves 
similar repetitive gameplay as you question 
everyone you meet (almost always with identi¬ 
cal, uninteresting consequences) and explore 
all possible locations, most of which look 
exactly the same. Back in your apartment your 
computer occasionally drops heavy hints in the 
form of e-mail from your superiors. After solv¬ 
ing the first puzzle (with a sense of relief rather 
than achievement) I returned to the house to 
find that the solution was practically handed to 
me on a plate by my boss. 

As you move along the street, different cat¬ 
egories of establishment are flagged by icons 
at the bottom of the screen: a bar to your left, 
for example, or a hotel to your right. Unfortu¬ 
nately all bars look the same from the outside 
(as do all other building categories) so you 
have to visit each and every one in your quest. 
This soon becomes rather tedious since the 
rewards are not numerous enough to compen¬ 
sate for the disappointments. 

Things do hot up later on as you get fur¬ 
ther into the case, but it is a tremendous strug¬ 
gle against the impulse to reset the machine to 
get this far. 

The Third Courier is a disappointment. A 
slick user interface conceals what is, essen¬ 
tially, a very simple game mechanic which 
lacks variation in gameplay and ultimately fails 
to raise the adrenalin levels. Great body, 
shame about the brain. 

• See p.143 for release details. 


LANDSCAPE .60 

Attractive graphics, marred by lack of variety. Very 
little animation. 

ENCOUNTERS.65 

You meet people almost every step of the way, but 
few of them have anything interesting to say and 
most of them look alike. 

CHALLENGE.78 

Will take a long time to solve, but not just because of 
the puzzles: pace of gameplay is slow and in much 
of the game trial, error, and exploitation substitute 
for logic and ingenuity. 

SYSTEM.68 

Very easy on the eye, with clear and simple com¬ 
mands. Unfortunately the underlying game structure 
is a bit TOO simple... 

ACE RATING 
675 

Not a game that's going to send adrenalin 
levels soaring. The drama of the scenario 
isn't adequately translated into dramatic 
gameplay. 
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* Great fun, colourful and addictive 
too: Overall rating: 81 % 

A. Smith 

Amiga Format (January issue) 

* It's one of the best 16 bit explora¬ 
tion games around. A great combina¬ 
tion of platforms and arcade adventure 
action. Overall rating : 81 % 

Computer & Video Games 
(January issue) 

* Twinworld is a lot of fun! Overall 
rating: 78% 

Phil King ZZAP (January issue) 
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000700 


Screenshots from Amiga Version 


Available on ST and Amiga 
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T he original Leisure Suit Larry was a 
milestone in computer gaming: it was 
one of the first titles to achieve signifi¬ 
cant penetration of the PC-compatible market 
and was partly responsible for software houses 
in the UK launching their attack on PC owners. 

The formula for all the games is pretty sim¬ 
ple. Fat, balding programmer Al Lowe has cre¬ 
ated his on-screen persona Larry Laffer to pur¬ 
sue his male fantasies in the form of a stable 
relationship with a good-looking gal. Although 


many felt didn’t live up to the promise of 
LSL1. In this new title the humour is more sub¬ 
tle, the locations more interesting, the anima¬ 
tion more polished, and the story-line more 
absorbing. Throughout the game a series of 
excellent animated cameos include seeing little 
sheets of paper slip through photo-copiers, 
being beaten up by your boss, longing for Pas¬ 
sionate Patti in the piano bar of the Casino, and 
seeing several women in various states of 
undress. 


LANDSCAPE . 85 

Attractive animated scenes with some very colourful 
backdrops as Larry scuttles or - if you haven't got a 
386 PC - dawdles across the screen. 

ENCOUNTERS.70 

Lots of them, including some that might be consid¬ 
ered in mildly dubious taste. It would be nice if Sier¬ 
ra could beef up the conversations though. 

CHALLENGE....... 80 

Easy to get into, but you spend a lot of time covering 
the same ground. Most of the puzzles are soluble by 
examining everything in sight. 

SYSTEM. 80 

Slick animated adventuring with occasional lapses 
of speed. Powerful PC system recommended. 

ACE RATING 
890 

Leisure Suit Larry has become almost a 
legendary figure in PC gaming. This latest 
title confirms his..er..missionary status. It's 
a pity, however, that the series seems to be 
heading towards increased female nudity. 


need a fast PC with EGA or VGA to get the best 
out of them. On a bog standard machine, many 
of the animated sequences are so slow as to 
be painful. This game isn’t as bad as some of 
the earlier titles (Kings Quest IV in particular) 
but the speed still aggravates sometimes. It’s 
also questionable whether text entry is really 
suitable for this sort of game: speed of interac¬ 
tion might well be improved with a menu-driven 
command system. 

LSL3 is, despite its shortcomings, a very 
enjoyable romp and possibly the best of the 
Larry games to date. Let’s hope we don’t have 
to wait too long for the next one... 

• See p. 143 for release details. 


Watch out - he's back! SIERRA-ON-LINE's animated nerd with an 
insatiable desire for romantic encounters is once again in pursuit of 
a mate. This time, he's after Passionate Patti, who's got a thing about 
Pulsating Pectorals. Is this really just 'good clean fun', we wonder... 



Larry’s a one-woman man, however, he can 
only achieve this status by flirting with every 
lady he meets, and so far the games have 
ensured that he meets quite a few. 


It’s this last bit that makes up the first of 
the reservations. Previous LSL titles have been 
entirely innocuous in their pandering to male 
fantasies, but LSL3 definitely goes one step 
further and introduces 
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graphics that are obvi¬ 
ously designed to be 
as seductive as pixels 
can be. This may be 
easy on the eye, but 
it’s also undeniably 
exploitative of women’s 
bodies in ways that the 
earlier games weren’t. 
If that sort of thing 
bothers you (and I’m 
not overstating this - 
the game has very 
clear mild pornograph¬ 
ic tendencies) then the 
experience is going to 
be marred as a result. 

Another weak- 


You've got 4000 points to score. Pick up two by looking at your¬ 
self in the mirror. You've got to look your best for Patti... 


LEISURE SUIT 

LARRY III 


After his initial success in LSL1, Larry 
kicked off LSL2 by losing, in the first scene, 
his conquest of the previous game. He then 
finds true love on a Pacific Island, but in this 
latest title the same thing happens all over 
again. Life with Larry is obviously not a bed of 
roses, so our anti-hero is forced to abandon his 
flowery Bermuda pants, don once again his 
appallingly tasteless leisure suit, and set out on 
the search for a new companion in the island 
paradise of Nontoonyt. 

With one or two reservations, it’s hearten¬ 
ing to report that LSL3 is definitely quite a lot 
more enjoyable than the last game, which 


ness in the game concerns the way events are 
handled by the plot. For obvious reasons, cer¬ 
tain things have to happen in sequence, but at 
the same time it’s clearly an advantage to allow 
the player to wander around as freely as possi¬ 
ble. This means that you often attempt to carry 
out an action, only to be told that you can’t do 
it ‘now’ but you might like to try again later’. 
This clumsiness was a feature of several early 
text adventures and nowadays game designers 
usually find a way round it - in this case Sierra 
haven't. 

The only other criticism is one that applies 
to all Sierra games, and that’s that you really 



This doe-eyed lady is more interested in 
'mailing 1 and souvenirs than in your body. 
Tough luck... 
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SYSTEM 3 weaves 8-bit magic 


mwm is very easy, when you have become 
I I used to the sort of quality and presenta¬ 
tion usual in the best 16-bit games, to dismiss 
new 8-bit products as inferior titles designed to 
run on inferior machines. It is also easy to 
believe that computers like the ZX Spectrum 
and Commodore 64 have already been pushed 
to the limit. There has been some very impres¬ 
sive software developed for both of these 
machines in their long existence. Many pro¬ 
grammers have found ingenious ways to get 
around both machines idiosyncrasies. So sure¬ 
ly nobody is going to get anything more out 
them? Wrong! System 3 have done just that, 
with Myth. 

The idea is that one of the gods, Dameron, 
has rebelled and begun to change history. It is 


C64 VERSION 

To be perfectly honest with you, I’ve not seen any¬ 
thing as accomplished as this on the humble 
Spectrum. Having seen the game on the C64 
first, I would have expected the programmers to 
have copped out on this version, and gone for the 
usual monochrome screens. Not so - not only 
have they used all the available colours (yes, all 
eight of them), but I challenge you to discover any 
major attribute clash. In case you don’t know the 
Spectrum that well, let me tell you, using lots of 
colour in a game of this type and managing to 
avoid attribute clash is not only very difficult, it’s 
near impossible. 

But, disregarding the tremendous technical 
achievement, there is just as good a game here 
as there is in the C64 version. Gameplay is slight¬ 
ly different, mainly in the way that puzzles are 
solved and each section is finished, but the atmo¬ 
sphere and variety is still there. 

The only thing we couldn’t check was the 
soundtrack, which has yet to be implemented, but 
the all of the other elements were complete and 
extremely impressive. If you are a Spectrum 
owner you should buy this game. The chances 
are you won’t come across a better product for 
your machine. 


GRAPHICS 


IQ FACTOR 8 
FUN FACTOR 8 


ACE RATING 900 




: 


Spectrum: Never mind the impressive 
look at those clash-free colours. 



Oh dear! It looks as if you 
the deep blue sea. 


forbidden for any of the good gods to intervene 
directly in the course of history, so they assign 
a mere mortal (that's you matey) to travel 
through several time zones in order to put 
things right, and ultimately face Dameron him¬ 
self. The zones you must travel through are 
Hell, Ancient Greece and the Halls of the 
Medusa, Ancient Norse, and Ancient Egyptian 
eras. 

In each zone 
you must com¬ 
plete certain 
tasks in the cor¬ 
rect order to 
restore the natu¬ 
ral course of his¬ 
tory and then go 
forward to the 
next zone. Unfor¬ 
tunately for you 
there are a num¬ 
ber of creatures 
and traps in 
each section 
which, unless 
dealt with care¬ 
fully, will thwart 
your progress. 

To defend your¬ 
self against them you initially have nothing but 
your fists, but other weapons can be collected 
as the game goes on. The idea is that, as the 
planned confrontation with Dameron gets near¬ 
er, your powers become more and more god¬ 
like. 

The game itself is essentially a two-dimen¬ 
sional scrolling game with platform elements. 
Now hold on there, before you turn the page, 
this isn't just any old platform game, it’s the 
best l’v£ ever come across, and I’ve played a 
few platform games I can tell you. So what real¬ 
ly makes Myth stands out from the crowd? 

Well, the first thing that strikes you is the 
quality of the animation. You’ve never seen any¬ 
thing like this on either the Spectrum or the 
C64. Each figure is given a life of its own. For¬ 
get stiff walks, unrealistic jumps, and uncon¬ 
vincing combat — you won’t find any of those 
in this game. Every sprite from the 
beginning of the game to the end is 
captivating. As if that wasn’t enough, 
just wait until you start moving the 
central character. The degree of con¬ 
trol that System 3 has managed to 
squeeze out of the humble joystick is 
quite incredible. You'll really enjoy the 
way you can finely adjust your jumps 
and leaps, or the way you can duck 
and weave with the sword when you 
are tackling enemies. 

The quality of the graphics alone 
would be enough to recommend this 
sprite, just g ame> b u t there are yet more good¬ 
ies in store. There is enough variety 


here to keep even the most easily bored per¬ 
son going. Each section has a very different 
feel to it, creating its own very special atmo¬ 
sphere. Take, for instance, the vicious lightning 
while you are fighting aboard a Viking boat in 
the Ancient Norse era, or the gloomy, echoing 
halls of Medusa in the Ancient Greek era, both 
extremely good effects (better executed than 
anything I have seen in a similar vein). Then 
there is the way that weapons and items you 
collect must be used at the correct time and in 
the right way to complete each section (so you 
can’t just hack your way through). The final con¬ 
frontation is also very surprising, but you are 
going to have to find out about that for your¬ 
self. Add to this a tremendous soundtrack and 
spot effects, and you have one of the best 8-bit 
games ever created. 

• Laurence Scotford 


have been caught between the devil and 


PREDICTED INTEREST CURVE 



Might not look very special at first sight. Just 
wait till you play. 



RELEASE BOX 

C64/128 

£9.99cs£14.99dk OUT NOW 

SPEC 

£9.99cs £14.99dk IMMINENT 

16 bit versions to be released in 1990. 




C64 VERSION 

This almost looks like an Amiga game that some¬ 
one has managed to get running on a C64. 
Superb animation, tremendous sound, and bags 
of atmosphere make this a must buy. If you want 
another reason for parting with your cash, it’s 
also huge, and there’s lots of variety in there. I 
was impressed — you will be too. 


GRAPHICS 9 IQ FACTOR 8 
AUDIO 9 FUN FACTOR 8 

ACE RATING 925 
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IF GHOSTS N’ GOBLINS SCARED YOU OUT OF YOUR MIND 
...THIS’LL SCARE YOU OUT OF YOUR SKIN! 


Arthur returns! The 
j fearless knight is back 
f in this stunning sequel 
{ to Ghosts *n’ Goblins 
7 (voted among the top 
10 games of 1986). 
Three years have passed 
since the evil ones came 
to do their dirty work. Now 
they’re back and they’ve 

) captured Princess Hus, 
but our valiant knight 
L Arthur is charging 
to the rescue 
against a 
formidable array 
I 3 f gruesome 

f enemies and hairy 
kl# hazards. 


Atari ST f Amiga 
Spectrum Cassette 
Amstrad Cassette 
and Disk 

CBM 64/128 Cassette 
and Disk 


r mm 
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ALTERNATIVE SOFTWARE LIMITED—Units 3-7 Baileygate Industrial Estate, Pontefract, West Yorkshire WF8 2LN. Facsimile. 0977 790243 

Available from all good software stores 


including WH Smith and John Menzies. 
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TURBO 

UT n, JW 

US GOLD goes back to the long and winding road with a 
sequel that's been widely awaited in the hope that it 
improves on the original! 




Movement in the ST version is disappointingly blocky, and - even 
worse - the speed just doesn't impress. 


A DEC evolved ' nto humans, woolly 
ArEv mammoths evolved into ele¬ 
phants and OutRun evolved into Turbo OutRun. 
And somehow I don't think that Sega's classic 
rubber burner got the best deal. 

Sega’s pioneering racer had everything: 
cars, girls, sun, surf and a beach-bopping 
soundtrack. The sequel had everything too - 
the only trouble was that it was the same 
everything. Any additions that were made to 
the second version were at best cosmetic and 
at worst a detriment to the gameplay: the 
Turbo button actually made the flashing Ferrari 
more difficult to handle, while the changing 
backdrops hardly made an ounce of difference 
to the action. 


AMIGA VERSION 

You didn’t spend all that money on Com¬ 
modore’s wonder machine to sit looking 
at awful still graphics and listen to the 
disk drive churn. 


GRAPHICS 5 IQ FACTOR 2 
AUDIO 4 FUN FACTOR 2 

ACE RATING 601 


ATTENTION C64 GAMERS 

C64 Turbo Outrun slipped onto our desks 
as we were going to press. Superficially it 
feels and plays a lot better than the 16-bit 
versions - read next month's ACE for a 
full update. 


PREDICTED INTEREST CURVE 





Drive that car...downhill. 


The fact is that 
the original OutRun is 
one of those games 
that simply can’t be 
bettered - in the 
arcades at least - so 
a sequel hasn't just 
got a tough act to live 
up to, it's got an 
impossible challenge 
ahead of it. But as far 
as the homne comput¬ 
er conversions go, at 
least this second stab 
gives US Gold a 
chance to make 
amends for the dismal 
quality of the original 
effort. 

Unfortunately though, that chance has 
been wasted. Programmed by I.C.E. (surely in 
this case it can’t stand for In Car Entertain¬ 
ment?), this suffers from all of the original’s 
faults and adds a few for good measure. The 
most immediately off-putting feature is the 
awful visual style: the cars and backdrops are 
irritatingly two-dimensional, creating no feeling 


RELEASE BOX 

ATARI ST 

£19.99dk 

OUT NOW 

AMIGA 

£24.99dk 

OUT NOW 

SPECTRUM £9.99cs • £14.99dk 

IMMINENT 

AMSTRAD 

£9.99cs • £14.99dk 

IMMINENT 

C64/128 

£9.99cs • £14.99dk 

OUT NOW 



ST VERSION 

At least the long wait between levels is 
cut out on the 1040 machines, but other¬ 
wise (unfortunately) it’s business as 
usual. 


GRAPHICS 5 IQ FACTOR 2 
AUDIO 4 FUN FACTOR 2 

ACE RATING 601 


of depth - but there’s acute attention to detail 
in the roadside signs! What a weird sense of 
priorities! 

And to cap it all, there’s a massive wait 
between levels while the program loads the 
next chunk, which is unforgivable in this day 
and age and also serves to make the gameplay 
even more 'stop-start' than it already is. 

Turbo Outrun has nothing new to offer and 
doesn’t even retread the old ground to any 
great effect. There was never a great deal of 
potential in this unnecessary sequel, but 
I.C.E.’s version has made the worst of a bad 
job. It’s filled the petrol tank with sugar - and 
failed to sweeten the pill. 

• Brian Nesbitt 



Doesn't look too bad does it? Well, on 
the page, anyway... 
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Available on: CBM 64/128 
^ M ItnO ft* ™ - Tape & Disk. AMSTRAD 

yrir ^iVI’I -Tape & Disk. SPECTRUM-Tape 

ATARI ST, CBM AMIGA. 


Vit* 


„ Available on: CBM 64/128 & 
AMSTRAD - Tape & Disk. 
SPECTRUM 48/128K - Tape. 
ATARI ST, CBM AMIGA, IBM PC,DISK. 
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Available on: CBM 64/128 
-Tape & Disk.SPECTRUM - Tape. 
AMSTRAD - Tape & Disk. 
ATARI ST, CBM AMIGA. 
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Grave goings on at US GOLD 


GHOULS ‘N’ GHOSTS 

is the sequel to Capcom’s cutest game ever - 
Ghosts and Goblins. It played like a Grimm 
Brothers’ fairy tale and was the cutest thing 
you ever saw. Complete with a knight in shin¬ 
ing armour, a princess to be rescued, magic 
spells, and spooky zombies and ghouls welling 
up out of the grave yard. 

At first glance the sequel looks very much 
like the original - but it is actually a good deal 
tougher. Five levels of difficulty before you 
confront Lucifer in the final show down, where 
you can rescue the princess, may not sound 
like much - but once you start losing knights 
before getting anywhere to speak of on the 
first level, you soon see that you are up against 
one tough game. 

The giant golden lion bars the knight s 
entry to level 3. He is difficult to kill 
because of his habit of leaping all over 
the screen. 
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You begin your quest armed with an unlim¬ 
ited amount of darts that you use to take out 
the various nasties that confront you as you 
dash from left to right. The weapon can be 
exchanged for an axe, time bomb, shield, or 
knife by grabbing the power ups that appear in 
the occasional treasure chest. 

One of the best power ups to get is the 
magic suit of armour which gives your knight 
temporary invincibility, but caution needs to 




exercised with the treasure chests. Instead of 
a power up, certain treasure chests contain a 
magician who pops up and turns you into a 
duck - which is no joke when you’ve got a 
princess to rescue and half a deozen zombies 
racing behind you. 

If you survive the guillotines and manage to 
see off the mad boxer mid-way through level 
one you will come up against the first end-of- 
level nasty - a long-necked demon with a 
seemingly insatiable appetite for your arrows 
or axes. If you get the better of him he drops 
the key to the next level. 

The next challenge is more of a platfrom 
test than the shoot ’em up nature of the first 























































































PREDICTED INTEREST CURVE 



Pump the giant knight full of flak until he ^ 
drops the key. This opens the door to level 2. 


The key's yours. Watch out - level 2 
is even nastier! v 



ATARI ST VERSION 

Very bright and colourful graphics are enhanced 
by the use of a black background. The game is 
very similar to the Capcom coin-op. Fast and 
unforgiving in its game play. Good use of sound 
effects and a suitable tune make for a first rate 
ST arcade game. 


GRAPHICS 8 IQ FACTOR 8 
AUDIO 8 FUN FACTOR 9 

ACE RATING 905 


RELEASE BOX 

ATARI ST 

£19.99dk 

OUT NOW 

AMIGA 

£24.99dk 

IMMINENT 

SPECTRUM £9.99cs • £14.99dk 

IMMINENT 

AMSTRAD 

£9.99cs • £14.99dk 

IMMINENT 

C64/128 

£9,99cs • £14.99dk 

IMMINENT 





one. A series of intricate rope bridges have to 
be negotiated - without falling through the vari¬ 
ous holes that appear should you place your 
knight's foot on a rickety section of ladder. 
You won’t actually fall that far - just below you 
is a pit complete with giant snails and other 
ghastly creepy crawlies, all crying out for 
lunch. Jumping out of the pit back onto the 
rope bridge requires very deft use of the joy¬ 
stick - you have to jump slightly upwards and 
then quickly change direction to enable your 
knight to secure his footing on the pit that is 
constantly moving. 

If you survive this level and make progress 
in the following three you will begin to appreci¬ 
ate the fact that success depends on speed. 
The knight needs to be constantly moving for¬ 
ward - not just to avoid the ghouls and other 
nasties that are constantly 
welling up out of the ground, 
but also because there is a 
time factor to be taken into 
account. Dally too long on any 
level and you are likely to be 
told that you have “Run out of 
time". 

It is the graphics that set 
Ghouls ‘n’ Ghosts a good few 
degrees above the dozens of 
‘rescue the princess’ arcade 
adventures that have done the 
rounds. The detail of the knight 
and of the zombies and ghouls, 
their movements, and the back¬ 
grounds make for a very pretty 


arcade game. It turned heads when it appeared 
in the arcades and appears to be converted to 
a high graphical standard in all of the home ver¬ 
sions ACE has seen. 


But this cuteness should not blind gamers 
to the toughness of the challenge provided by 
Ghouls ‘n’ Ghosts. This is not for the uninitiat¬ 
ed. You will find it addictive and enjoyable but 
be prepared to invest a goodly number of days 
- even weeks - of gameplay if you are serious 
about defeating Lucifer and rescuing the 
princess. 


• Eugene Lacey 


Don't stand and fight - this mad boxer in 
the middle of level one is tougher than 
any of the end-of-level nasties. So scarp¬ 
er... 
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MOONWALKER 


Wacko Jacko's soft shoe shuffle put US GOLD in the limelight. 


launch on 


MI^U A El Jackson's 

IVlIvnAEL computer had all of the 
razza-matazz that you would expect to be 
associated with the world’s number one pop 
music megastar. 

US Gold did Jacko proud in the hype 
department with a mega bash at London’s 
trendy Limelight Club. There was booze and 
food in abundance, dancing till dawn, a cabaret 
spot by Rik Mayall, and even a Michael Jackson 
look-a-like doing his stuff on stage for the hun¬ 
dreds of reviewers, distributors, retailers, and 
buyers who crammed in to the nightclub for the 
best PR do at the PC Show. 

Whilst all this partying was going down, 
Emerald Software were putting the finishing 
touches to the game across the Irish Sea in 
Wexford. 

Their brief was to follow the Moonwalker 
film as closely as possible - not easy when you 
consider quite how ludicrous the storyline is. 
Get this: MJ is trapped in a maze and must find 
eight pieces of a bunny rabbit suit before hop¬ 
ping on a motorbike, whizzing through a city 
destroying bags of drugs, shooting it out with 
Mr ‘Drugs Baron’ Big’s Storm Troopers in a 
night club, and finally rescuing Katy, the little 
girl who has been kidnapped by the drug deal¬ 
ers. It all ends with a shoot out in Mr Big’s com¬ 
pound where Jacko has to destroy his giant 
laser cannon before turning into a space ship 
and shooting off to the stars where, presum¬ 
ably, he belongs. 

This far fetched derring-do doesn’t matter 
a jot in the film as it merely serves as a plat¬ 
form for the spectacular song and dance rou¬ 
tines. Computer entertainment has got a long 

way to go before it can . . 

rival the best of Holly- 
woods’s film makers, let 
alone Michael Jackson’s 
feet, and so as a game 
structure it appears a lit¬ 
tle, well, banal. Hardly the 
most appropriate label for 
a superstar. 

That, however, was 
the brief and you can’t 
blame the programmers 
for it. It is also possible that they were ham¬ 
strung by Michael Jackson's publishers. The 
press release reads ‘Michael cannot die. 
Michael cannot be seen to die on screen. No 
violence! Michael Jackson is very anti-violence, 
so there are no weapons in the game until the 
3rd level’. 

‘No weapons until the third level??’. What is 
supposed to happen then? Does MJ cease to 
be anti-violent for this level? Shurely shome 
mishtake. Shooting it out in a nightclub with a 
bunch of storm troopers seems just a teensy 
bit removed from non-violence. It does, howev¬ 
er, make for one of the best bits of the game. 

Amazingly, in the face of all this nonsense, 


Emerald have produced a 
half decent game. It is not a 
game for hard core gamers, 
veterans of tough arcade 
adventures, and state of the 
art shoot ‘em ups. It is how¬ 
ever well suited to younger 
players - particularly if they 
are MJ fans. 

The opening maze game 
is Pacman like - combining 
the appeal of collecting the 
various bits of the suit and 
seeing the jigsaw puzzle 
take shape with the minor 
tactical diversion of avoiding 



Level One and you're all kitted out with your bunny suit. 



Level Two: on yer bike 


your fans, most of whom have varying move¬ 
ment patterns and strategies. It’s a shame 
there are no power-ups in this level - as it 
would have greatly improved game play if you 
could have had a go at some of the nasties. 
But then it’s not level three so you are not 
allowed to be violent yet. The best you can do 
when the going gets tough is run away, but you 
have a limited amount of energy for this so it’s 
best saved for the really tight corners. 

Once you get the suit, hop on the bike, and 
enter level two you are initially disappointed to 
find that it is pretty much identical to the previ¬ 
ous level. However, there are more things to 
collect though - ten emeralds to be precise - 
before you can metamorphose into the Stratos 
Car. You are racing against a time limit so you 
have to make use of the radar panel to locate 
the emeralds and gather them in the quickest 
way. Unlike most computer game radar 

devices this one does actually need to be used 
and does also work. Bonus 
points are earned by 
destroying the bags of 
drugs by driving over 
them. 

The nightclub scene is 
a welcome relief from the 
maze levels. At last you 
can grab a gun and start 
blasting the nasties that 
appear at the windows in 
this horizontally scrolling 
level. The graphics are far superior in this sec¬ 

tion. Jacko walks and runs with some of the 
elegance that you would expect from the best 
dancer in pop music. 

An even better shoot ‘em is to be had on 
the final screen when you attempt to destroy 
Mr Big’s giant laser. All anti-violence precious¬ 
ness goes out the window as the game turns 
into a good old fashioned shoot ‘em up. Jacko 
is now a robot and has to shoot all of the 
guards before he gets to the giant laser. 

Only four levels of play - but reasonably 
absorbing game play - result in a game that’s a 
definite must for MJ fans (a valuable piece of 
memorabilia?). Game play is more suited to 


younger players - which is fine because most 
of MJ’s fans are. The verdict for everyone else, 
however, is that the game is definitely not a 
‘thriller’, but nor is it totally ‘bad’. Not some¬ 
thing, in short, that you’d make a long trek for. 


• Eugene Lacey 


ST VERSION 

Disapointing sound track. The ST is capable of a 
lot better than this and when you consider the 
material Emerald had to work with there is no 
excuse for the awful 'plinky-plonky' rendition of the 
‘Bad’ album title track. Graphics also leave a little 
to be desired on the first couple of levels. Techni¬ 
cally not one of the best ST gamees around. 


GRAPHICS 7 IQ FACTOR 5 1 

AUDIO 

4 FUN FACTOR 6 1 

ACE RATING 650 


RELEASE BOX 


AMIGA 

£19.99dk 

IMMINENT 

ST 

£19.99dk 

OUT NOW 

IBM PC 

£24.99dk 

IMMINENT 

SPEC 

£9.99cs £14.99dk 

IMMINENT 

AMS 

£9.99cs £14.99dk 

IMMINENT 

C64/128 

£9.99cs £14.99dk 

IMMINENT 
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Learn the fighting skills of 
'jeet kune do', Bruce Lee's 
own deadly form of martial 


Through practise in the 
gym against punch bags, 
then with other students, you 
gradually acquire the skills to 
take on the vile Master Po 
ami the thugs of his drug 
cartel. 

The special use of Artificial 
Intelligence lets your 
opponents learn your 
weaknesses and counter 
attack. 

You can never be assured 
of success. 


Available for IBM PC and 
compatibles. Supports 16 colour 
VGA, 76 colour PC A, Tandy 1000 
and CCA graphics. 

Coming early 1990 for 
Commodore Amiga and Atari ST. 


For further information on Mindscape products and your local Dealer, contact: 

Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 40 W. Tel. 044 486 545/547 
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TOOBIN 

DOMARK shoot the rapids in a rubber ring 


3 


gjj are tWQ reeeee | c00 l dudes, 
ilk i who like nothing better than stripping 
down to some crazy shorts, hopping on their 
toobs and launching into the nearest river. One 
bright Californian day, they decide to do just 
that - but this time they picked the wrong 
river... 

The wrong rivers, to be more precise. Sick 
of the ponds back home, they decide on a spot 
of globe-trotting in search of some real action. 
Their paddling japes take them along the Ama¬ 
zon, Yukon, Nile, Rio Grande and Colorado; 
and they’re pretty crowded rivers these days. 
In fact, Jet and Bif have to be extra cool to get 
through the kind of hazards they face on this 
toob trip. 

For example, each river has its own unique 
wildlife, such as hippos, crocs, submerged 
trees, snakes, fishermen's crazy floats, sub¬ 
marines and (in a nightmare section) a hand 
that hacks at you with a knife. There are plenty 
more obstacles, all of which will deflate your 
rubber toob; and if it all gets too much, you 
can get rid of them with an expertly lobbed 
Coke can. Then there are hazards on the bank. 
Trees topple and fall into the water, anglers 
launch lines at you, natives use you as target 
practice for their blowpipes, sewage spills 
seep sneakily towards you. In canyons, rocks 
fall in the water far too close to your Bermuda 
shorts for comfort. 

It's not all bad, though. If you're a particu¬ 
larly deft toob-manipulator, bonuses lurk 
around ever corner. Pass through gates with¬ 
out touching them for big points; collect cans 
to stock up on ammunition; chase after beach 
balls to speed you up, and collect patches for 
extra lives. In fact, if you manage to collect 
tons of points and avoid being killed, you’ll 
qualify for extra-hard cool status. 

At the end of each sub-stage you make a 
decision to paddle left or right through a 
canyon: choosing one route over the other 
determines which sub-stage you face next - 
and some are definitely more difficult than oth¬ 
ers! This is just one aspect of the game which 
makes it all the more enjoyable to come back 
to time and again. 

Like the arcade parent, the home versions 
of Toobiri are great fun. The control method 
has been translated well from the two-button 
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Wobbling on his inflatable, Jet can throw 
Coke cans to remove dangerous obsta¬ 
cles and reveal bonus objects. Running 
into a tree, twig or anything else that’s 
sharp will puncture his rubber ring and 
drown him. 
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In two-player mode, Jet and Bif battle it 
out for points and pride. The river seems 
a whole lot smaller when there are two 
toobs wobbling around. 

coin-op system, and it only takes a minute to 
get used to. If you get bored of the solo game 
(which will take a long time), there’s always the 
two-player option. Not only does this halve your 
credits, it also means you can push your mate 
into the nearest twig and pinch all the Coke 
cans before he can grab them. Whether or not 
you've played the coin-op, take a look at 
Toobin', because it’s one of the most enjoyable 
games around this Christmas. 

• Gordon Houghton 

You’re not alone out there on the river. 
Shore geeks pelt things at you, 
crocodiles chase you from behind, hip¬ 
pos waddle up and gobble you up. Who’s 
cool now? 



* 
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AMIGA VERSION 

Detailed, colourful graphics (almost full-screen 
scrolling), great music and heaps of playability 
make this a brilliant conversion of the coin-op - 
even if it’s not completely accurate. Just the kind 
of game to cheer you up 


GRAPHICS 


IQ FACTOR 4 
FUN FACTOR 9 


ACE RATING 880 


RELEASE BOX 

ATARI ST 

£24.99dk IMMINENT 

AMIGA 

£24.99dk OUT NOW 

SPEC 128 

£9.99cs • £14.99dk IMMINENT 

AMSTRAD 

£9.99cs • £14.99dk IMMINENT 

C64/128 

£9.99cs • £14.99dk IMMINENT 

IBM PC 

£24.99dk IMMINENT 



























































DRAGON SPIRIT 

Does Domark’s Dragon do justice to the coin-op? 


ODAOOM Spirit IS a relative| y 

UnAUUli obscure and very tough 
coin-op which takes the vertically scrolling 
shoot ’em up theme into the realms of fantasy. 

Eight completely different levels lie ahead 
of you, populated by unique opponents — all of 
whom will reduce your life-bar by one unit. 
Lose three units and you forfeit a life. At the 
end of each stage there’s a fairly typical con¬ 
frontation with a pretty awesome enemy which 
is very tough to kill. 

Your basic weaponry consists of lim¬ 
itless bombs and the ability to spit fire-gob- 
bets, but this ammunition can be enhanced by 
bombing eggs on the ground. Blue eggs give 
you an extra head, and red ones give you an 
extra power unit; eventually, you can work your 
way up to a powerful flame-thrower. 


SPECTRUM VERSION 

Probably best played with keys, since with a joy¬ 
stick you can't fire and bomb at the same time 
(unlike the ST and Amiga versions). The sprites 
are nicely defined and animated, and the speed 
and toughness of the arcade game are well cap¬ 
tured here. 


GRAPHICS 8 IQ FACTOR 4 
AUDIO 4 FUN FACTOR 8 

ACE RATING 795 


Other enhancements come from killing 
flashing enemies. These include extra points, 
shields, mega-flame, multi-directional fire, hom¬ 
ing flames and speed-ups. 

In the end, Dragon Spirit is just a standard 
vertically scrolling shoot ’em up, but using a 
dragon as the main character rather than a 
fighter plane or spacecraft is a nice touch. All 
versionsare characterised by poor sound 
effects, and that’s the only real let-down. 
Domark’s conversions contain all the features 
of the original coin-op and if you liked that, you 
should look at this. 

• Gordon Houghton 


ATARI ST VERSION 

Smooth vertical scrolling and a pretty mean diffi¬ 
culty level make for addictive gameplay; however, 
the playing area is a bit small (compensated for 
by a sideways ‘push’ scroll), making it harder to 
anticipate attack waves. Still a good conversion, 
though. 


GRAPHICS 8 IQ FACTOR 4 
AUDIO 5 FUN FACTOR 8 

ACE RATING 795 


AMIGA VERSION 

Probably the easiest version of them all - though it 
gets a lot tougher around levels five and six - and 
the dragon is a little slow to respond at first. It 
comes with a pleasant title tune, but more should 
have been made of the firing and bombing 
effects. 


GRAPHICS 


IQ FACTOR 4 
FUN FACTOR 8 



SPECTRUM \ SI IB AMKiA 

Initial frustration gives way to addiction as 
you learn to pick up extra weapons and avoid 
the predetermined attack patterns. 


RELEASE BOX 

ATARI ST 

£19.99dk 

OUTNOW 

AMIGA 

£19.99dk 

OUT NOW 

SPECTRUM £9.99cs • £14.99dk OUT NOW 

AMSTRAD 

£9.99cs • £14.99dk IMMINENT 

C64/128 

£9.99cs • £12.99dk IMMINENT 

IBM PC 

£24.99dk 

IMMINENT 




Travel the globe 
with the best in 
simulation software; 
UFO™, Flight Simulator™, 
ThunderChopper™, Jet™, and 
Stealth Mission™. Discover the 
world with Scenery Disks, Flight 
Controls I, and other supplements 
to our integrated flight line! 

'0 ^ 

UFO, Flight Simulator, ThunderChopper, 

Jet, Stealth Mission, and Flight Controls I are 
trademarks of SubLOGIC Corp. IBM screens 
shown. Other computer versions may vary. 
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ROLLER 

COASTER 

RUMBLER 


TYNESOFT’S Corkscrew Simulator 


IlfATCPV eyes, heaving guts, white 
WVAI Eli ■ knuckles. Know the feel¬ 
ing? If you do you're probably one of the mil¬ 
lions of people who go on roller coasters for 
the express purpose and pleasure of turning 
their internal organs upside down. Most of the 
theme parks have closed down for the winter, 
so if you're still bent on pursuing the thrills and 
spills of the corkscrew, you’ll just have to rely 
on your computer simulation of all that rough 
and tumble fun.. 

As solo player or one half of a lean, mean 
team of two, you're equipped with nothing but 
a bog-standard roller coaster car and a couple 
of bazookas strapped on to the front and back. 
The basic idea is simple; just blast the hell out 
of any obstacles that appear on the vector 
graphics track. 

Targets range from multi-coloured balloons 
dangling innocently from the roller coaster 
structure, to huge airborne ships dropping mis¬ 
siles all over the track. In between, there’s a 
whole selection of hazardous geometric 
objects — exactly what they're supposed to be 
is anybody's guess — placed at intervals along 
the line. Occasionally rhomboids and cylinders 
completely block your path. If you don’t man¬ 
age to shoot them in time, they’ll do a limited 
amount of damage to your car. Hit too many 
and your damage meter plummets down to 
zero sending the roller coaster completely off 
the track. 

The track itself is viewed in first person 
perspective from either the front or the back of 
the car. You travel at standard speeds (slow 
uphill, very fast downhill) unless you alter them 
using the relevant keypresses to accelerate or 
brake. 

The objective on each level is to hit a spec¬ 
ified amount of targets in a specified period of 
time. If the timer runs out or you run out of bul¬ 
lets, the run is over and you’ve lost the game. 
Finish with time to spare and you move on to 
the next track. 

If you get bored of just going round and 
round the roller coasters, there’s actually an 
extra option on the Amiga and ST versions, 
which lets you leave the park and go off into 
the surrounding landscape to blast whatever 
takes your fancy. The PC version even lets you 
try out a monorail ride. 



Frightened yet? No, nor were we. 


PREDICTED INTEREST CURVE 



d.iy wimk month year 


AMIGA 

A roller coaster simulator which just lacks 
that extra radical rumble. 


The package comes with its own health 
warning: ‘Roller Coaster Rumbler is only for the 
totally radical rumbler!'. All I can say is that the 
totally radical rumbler must have a very power¬ 
ful imagination. Jerky 3D vector graphics do 
not adequately capture the excitement of a 
roller coaster ride. It's difficult to blanch at hair- 
raising turns and death-defying dips when the 
track in front of you is an unrealistically weedy 
wireframe affair. 

It’s a pity because all the basic elements of 
a good game are here; different tracks, lots of 


obstacles and even a convincing sense of 
speed (only if you use the speed up option). 
The movement is very jerky, especially if you 
choose off-track mode, and sound effects are 
uninteresting (though you get a decent sound¬ 
track tape thrown in) but ultimately it's on the 
vector graphics that the roller coaster crum¬ 
bles. Quease-factor is what Roller Coaster 
Rumbler definitely lacks. 

• Kati Hamza 


AMIGA VERSION 

Neat presentation and rumbling heavy-metal style 
soundtrack tape can't make up for the hair-raising 
excitement that this so patently lacks. 


GRAPHICS 4 IQ FACTOR 2 
AUDIO 4 FUN FACTOR 6 

ACE RATING 463 



RELEASE BOX 

— 

' 

ATARI ST 

£19.95dk 

IMMINENT 

AMIGA 

£19.95dk 

OUT NOW 

C64/128 

£9.95cs • £14.95dk 

IMMINENT 
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THE MOST EXCITING 
FILM OF THE YEAR 
NOW FOR YOUR HOME MICRO 


COMMODORE 


AMSTRAD 


Ocean Software Limited * 6 Central Street • Manchester * M2 5NS • Telephone 061 832 6633 • Telex 669977 OCEANS G 





























TWINWORLD 

Can a jumpy-jumpy, collect the objects, thwart Ultimate Evil, teen¬ 
sy-weensy sprite-typ scenario still cut the mustard in 1989? 
UBISOFT surprise us... 




II Uy set °f instructions that starts off 
MN ¥ w jth the heading The Legend of the 
Sacred Amulet' must surely strike terror into 
the heart of the majority of computer gamers. I 
ask you. The 'Listen with Mother' school of 
game design. 

Yup, we're scarcely in the Advanced Com¬ 
puter Entertainment market here, with a little 
man jumping around collecting 24 pieces of 
some stupid magic amulet that an evil some¬ 
thing or other has scattered to the four winds. 
Fail and Evil (yawn) will win and all the good lit¬ 
tle pixies will have their private parts dismem¬ 
bered. Help!!!! 

Nevertheless, apart from the astonishingly 
bad quality of sampled music at the start of the 
game, as far as jumpy-jumpy games go, I quite 
enjoyed Twinworld. And I'll tell you this much - 
it's big! Two ST discs worth of jumpy-jumpy? 
When the sprites are this small, that's a lot. 

The scam is that your nicely animated 
sprite, Ulopa, has to battle his way through the 
lands infested with evil, killing monsters for 
points (and 
points make 
prizes if you 
summon the 
merchant) 
trying to make 
difficult jumps 
across lava 
filled pools, 
armed only 
with three 
types of magic 
bubble. 

You'll find 
you have a lim¬ 
ited number of 
these, but 
extra can be 
obtained all 
round the shop by picking up the magic 
potions that are littered around the levels. 

Each level has an upper bit on the land and 
an underworld bit - which often can only be 
accessed by having the correct key to get into 
a particular door. Look out for the odd bolt¬ 
holes, however, which you can use to get to 
the underworld without using keys. 

This underworld part is important, as it 
runs parallel to the upper bit - so if you find a 
jump that is just that little bit too much to take, 
on the surface - chances are you’re going to 


You can't hear the music in this shot - just as well! 


have to go back and take the 
tube under the obstacle to 
come out on the other side. 

Such a banal scenario 
must live or die by the imple¬ 
mentation - and I'm happy to 
say that, on the whole, pro¬ 
grammers Blue Byte have 
made a great job, capturing an 
almost Super Mario feel in 
Twinworld. 

The physics of your little 
hero appear to have been 
coded very well, so he has 
weight that is sensibly gov¬ 
erned by gravity and momen¬ 
tum. This is in turn exploited by some of the 
puzzles - you make a jump, say, and if you 
don’t reverse thrust straight away, it’s the lava 
for you, m’lad! 

Firing the bubbles isn’t exactly straightfor¬ 
ward either, with the exact parabolic trajectory 
depending on whether you’re jumping up, 

down, stand¬ 
ing or crouch¬ 
ing - you’ll 
find the bonus 
you get for 
zapping a 
monster will 
vary depend¬ 
ing on what 
type of bubble 
you use, too - 
the species 
being easily 
changed by a 
tap on the 
space bar. 

Some of the 
jumps are dif¬ 
ficult - some 
of the puzzles are a bit infuriating - and you 
can proceed in the sure knowledge that if you 
haven’t picked all the useful items up before 
you get to meet the chief baddy, he’ll probably 
pummel you to bits anyway. 

But if you are the sort of person that 
craves the kind of agony/ecstasy gratification 
that this sort of game can deliver, however lim¬ 
ited that sub-set of human beings might be, 
then this will undoubtedly be an essential pur¬ 
chase. 

Those of us with more eclectic tastes and 


Uncluttered screens and clear graphics in Twinworld. 


less money, however, would probably still 
rather go for Rick Dangerous or wait for 
Dynamic Debugger. 

• John Cook 


RELEASE BOX 


ATARI ST £19.99dk IMMINENT 


AMIGA £24.99dk IMMINENT 


No other versions planned 





ST VERSION 

No serious technical stuff here, and the sound 
could have been a lot more polished. However, 
the basic animation mechanics are slickly done. 


GRAPHICS 8 IQ FACTOR 7 
AUDIO 5 FUN FACTOR 7 

ACE RATING 794 

PREDICTED INTEREST CURVE 

100 

INTEREST 
LEVEL 

50 


minute hour day week month year 

After gawping in disbelief at the old-fash¬ 
ioned scenario, old-fashioned playability gets 
the upper hand. 
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••Pharaoh combines effective 
graphics and superb sound in a 
very playable game. From the 
word go, it offers a wide variety 
of options and playable sub¬ 
games. If you fancy something 
different, take a look.** 
AMIGA ACTION . 


••It’s deep absorbing fun 
to play.** 

••The graphics are excellent.** 
••In an increasingly popular 
field of interactive strategy, this 
is a must for fans of this style.** 
COMMODORE USER . 

••An excellent product... Great 
in-depth game play.** 

••Will keep you enthralled for 
weeks...** 

••Some very clever and original 
touches.** 

THE GAMES MACHINE 


••The graphics are superb...** 
ST FORMAT. 


X&Arti 


A Chip 
production 
for Rainbow 
Arts a 


On the night of the Pharaoh's death, Amon-Re, the Sun God, rescues one young prince from the wrath of Seth, God of the 
Desert and Evil, bringing him to the fellahs amongst whom he is raised. You are this young Egyptian prince, royal blood flows 
in your veins and ambition and intelligence move you Into trade as a merchant - your opportunity to escape the life of a servant. 
However, as your wealth increases and position in society ris^S; evil jealousy threatens your life, it is then that princely courage 
protects you against your enemies. The struggle to regain your birthright is a life’s journey of adventure and action. 

FROM THE 

CR^TORSOF 


CBM AMIGA £24.99 
ATARI ST £24.99 
IBM PC £24.99 


Rainbow Arts (UK) Ltd., 65 SkettyGose, BrackmiU* Business Park, Northampton NN4 OPI. 
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PREDICTED INTEREST CURVE 



BUSHIDO 

FIREBIRD'S beat-em-up arcade adventure 


micmno is a jd P anese term 

DUdniliU meaning ‘the way of the 
warrior' - a kind of military ethics for early feu¬ 
dal Japan. In the ancient oriental province of 
Shimosa, two clans, the Taira (nasty) and the 
Genji (nice - your lot, obviously) are battling it 
out to decide who's best. 

With typical bravado you decide that a lone 
fighter is the best option. You can choose one 
of eight different characters: they don’t look 
very different on screen, but, as you discover 
after a while, they do behave in genuinely dif¬ 
ferent ways during the game. Some characters 
are better at fighting (the Mountain Warrior, for 
example), whereas others are more skilled in 
guile (such as the Buddhist Monk). 

After training your infiltrator you unleash 
him on the Taira fortress. This is a flick-screen 
environment but Graftgold have added a bit of 
scrolling, which makes the rooms seem larger 
than normal and allows a bigger, more detailed 
main character - an unusual idea and one which 
works well. If this character gets killed, his 
magical belt will transport him back to base to 
recuperate - but he will have lost valuable time. 

Most rooms contain special items to help 
you in your task: food, weapons, special 


potions and wands (experimentation needed), 
and keys which to the next stage. When you're 
not searching and solving, you're battling it out 
with the opposition. 

Truly interactive 3D forced perspective 
games have never worked too well on the 64; 
oldies like Fairlight and Nosferatu were a bit 
too slow and only Head Over Heels managed to 
be addictive enough to compensate for the 
lack of speed. Bushido doesn’t have the addic¬ 
tion of Head Over Heels (there isn’t really 
enough to the beat 'em up action or enough 
problem solving), but it is very fast and very 
playable. Anyone who likes a good arcade 
adventure should check it out. 

• Gordon Houghton 


C64 VERSION 

A pleasant Oriental tune accompanies the equally 
pleasant (and equally bland) graphics. Everything 
here is in the gameplay. 


GRAPHICS 8 IQ FACTOR 7 
AUDIO 7 FUN FACTOR 8 

ACE RATING 789 


100 

INTEREST 

LEVEL 

50 

0 



minute hour day week month year 


C64 M 


Once you've got used to all the game’s differ¬ 
ent elements, there’s enough fighting and 
searching ahead to keep you hooked. 


_ RELEASE BOX 

C64 £9.99dk £12.99dk OUT NOW 

No other versions planned. 



The beat 'em up sequences use several 
different weapons, but more moves 
would have enhanced an already good 
arcade adventure. 
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RALLY CROSS 
CHALLENGE 


ANCO versus Super Sprint 


■ C you’ve ever misspent happy hours grop- 
II" ing furtively in your pocket for yet more 
ten pees to shove into the slots at the local 
arcade, you'll know all about Super Sprint and 
its clones. You’ll also know that what singles 
this particular style of racing game out from 
the others is that it lets up to four players take 
part simultaneously. The official Super Sprint 
conversions have only managed the usual two. 
Now, if you’ve got the right joystick adaptor, 
you can ease your throttle and tear up the road 
in a rubber-burning gang of four. That’s if 
you’ve got an ST or an Amiga - 8-bit owners 
are stuck with gruesome twosomes. 

As per usual there are four drivers per 
race with non-human competitors to make up 
the number. Whoever comes last gets replaced 
by a computer but if you make it into the top 
three, you're rewarded with points (4 for a win, 
2 for second place and 1 for third). You can 
use these later on, if you feel like customising 
your motor. 

Each player is given access to a personal 
monitor screen before the action starts. It's at 
this point that you get to select your control 
method; not just from joystick or keyboard but 
from an additional selection of three different 
joystick controls. It all hangs on whether you 
prefer your acceleration automatic or manual 
(either by pushing the joystick up or pressing 
the fire button). It's a nice touch, though there’s 
not all that much to choose between them. 

You also get to make your choice from a 
menu of car improvements. These include 
turbo acceleration, more sensitive steering, 
improved road holding capabilities, a higher 
top speed and reduced braking distance as 
well as increased pit efficiency to reduce pit 
times. This is also where you’ll be able to turn 
your points into extra equipment in between 
each race. 

The single screen tracks throw up all sorts 
of obstacles in various combinations of tarmac 
and dirt: hairpin bends, bridges, railway tracks, 
roundabouts, fords and chicanes. Hit anything, 
and your mean machine immediately bursts 
into flames and is replaced by another one a 
few yards back. Drive too fast, and you'll skid 
or spin off the track, wasting valuable seconds. 
If it should get dark in the middle of a race, 
your headlights automatically come on. 

None of this is breath-takingly new or inno¬ 
vative, but it’s a tried and tested formula which 
has proved extremely addictive in the arcades. 
It also relies heavily on a user-friendly control 
method and that's exactly what Rally Cross 
Challenge hasn’t got. It’s far too easy to crash 
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for a start. Touch a barrier, nick a chicane or 
graze the side of a bridge and your engine 
bursts into flames and puts you temporarily out 
of the race. After a few laps of exploding 
around the track this can start to get extremely 
frustrating, especially as the computer drivers 
never seem to make the same mistake. 

It’s all the more disappointing because the 
excellent graphics, slick presentation and wide 
variety of courses are a constant reminder of 
what Rally Cross might have been. If it weren’t 
for the control method this would be a top- 
class racing game. As it- stands, it’s just too 
awkward to be anything more than mediocre. 

• Kati Hamza 



Rule 2 Anco Rally Cross Handbook: com¬ 
petitors who jump the lights are automat¬ 
ically penalised. 


RELEASE BOX 

ATARI ST 

£19.95dk 

IMMINENT 

AMIGA 

£19.95dk 

OUT NOW 

SPECTRUM 

£9.95cs • £14.95dk 

IMMINENT 

AMSTRAD 

£9.95cs • £14.95dk 

IMMINENT 

064/128 

£9.95cs • £14.95dk 

IMMINENT 

PC 

£19.95dk 

1990 



PREDICTED INTEREST CURVE 



Nice-looking Super Sprint derivative which is 
marred by poor controls. 


AMIGA VERSION 

Despite the control difficulties, the colourful 
graphics, a wide variety of courses and lots of 
animated details make this look very attractive; 
sound is limited to a few droning effects. It's still 
the best driving game of this type out on the 
Amiga though, as Super Sprint (excellent on the 
ST) has never been converted for the machine. 


GRAPHICS 


IQ FACTOR 3 
FUN FACTOR 6 


ACE RATING 657 



Anco’s Rally Cross looks and sounds a lot like Super Sprint; pity it doesn’t play as well. 

















































fflRISl AMIGA, IBM CWHBKm, IBM EGA up. £24.95. IBM versions available on 5.25' or 3.5' discs. 



I’m primed for action as my F-16 leaves the runway. This time 
my mission is to destroy a battalion of tanks. Suddenly, threat 
warning - interceptors closing fast! I quickly select dogfight 
mode and arm a Sidewinder. We both fire at the same time - 
chaff and a high-g turn out manoeuvres his missile. A loud 
explosion tells me he’s not so lucky. 


Flying fast and low, I turn my F-16 towards my target. Time to 
switch on the ground radar and arm the laser-guided Mavericks. 
I fire six missiles in quick succession, Lantirn automatically 
locking on to each tank. With flak bursting around me I dive for 
cover and head for home. Approaching base, I contact the tower 
and request a talkdown for my night landing. 

Another successful mission in Operation Conquest - the 
ultimate test for any pilot... 
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The Real World of Simulation 


Digital Integration Limited, 
Watchmoor Trade Centre, 
Watchmoor Road, Camberley, 
Surrey GU153AJ. 


Order your F-16 Combat Pilot now, simply telephone (0276) 684959 
quoting VISA or ACCESS credit card number, name and address. 











































Don't miss out on an extra special stocking this Christmas when Santa wil §|-|| 
be awarding the lucky winners with: You'n 

warrit 

5 FIRST PRIZES OF town 

£1,000 worth of software of your choice, or an Amiga or ST plus £500 wortf fanati 
of software of your choice urban 

10 SECOND PRIZES OF he " ( 

£500 worth of software of your choice 

20 THIRD PRIZES OF 

£250 worth of software of your choice 

1000 RUNNER UP PRIZES TOO! 

Any one of the six Virgin Games arcade classics mentioned earlier. 


MAKE SURE SANTA 
VISITS YOU 
TWICE THIS YEAR! 


Virgin Games have decided to become a Santa and hand out £30,000 worth 
of fabulous goodies. All you have to do to gain from Santa's generosity is 
to buy any three of these games: 


CONTINENTAL CIRCUS 

SILKWORM 

NINJA WARRIORS 


SHINOBI 

DOUBLE DRAGON II 
GEMINI WING 


Simply collect three tokens - you'll find one in each game - and send them 
to Virgin Games. The prize draw will take place on 29th January 1990. 


Feroci 
martia 
captur 
and yc 
Throw 
andfin 
you ca 



























^ | It's not true! Even 

a ^ ter months of 
negotiation with the 

®jTVw. '"■ 

^^tTwih kJ Ruskiesand despite 

a mass exodus out 

^™ of Afghanistan, 

we're still under threat. There's no one left 

to press the Nuke button so the battle has 

switched to copters and plane. Non-stop 

shoot-'em-up arcade action. 


You're masashi, a tough ninja 
warrior on a mission to clearthe 
town from rebel martial arts 
fanatics. Explore the scrolling 
urban landscape and beat the 
hell out of your opponents, 
but watch out for the 
end-of-level guardians. 


500 worth 


The aliens have had enough. They're not 
going to take their brethren being blasted 
on computer screen any more. So they've 
come down in their hordes to blast 
the pitiful race of carbon-based 
lifeformscalled humans. Can 
you stop them? Somebody 
has to do it. \ 


CONTINENTAL 

CIRCUS 


@9 Compete in formula 
one races in Brazil, 
America, France, 
mmmmm Monaco, Germany, 
Spain and Japan, Race hard, but 
watch out for other cars. 
Colliding can be fatal. And do 
visit the pits for fuel and 
k repairs* 


NINJA 

WARRIORS 


Can you survive Ij 
brutal enemy 
onslaught? Fight I j^- 
with hand, foot and I ” 
dagger to rid the | f 

street of the scum |. 

that dare infest your home town. A 
classic arcade conversion. 


ALL AVAILABLE ON 
AMIGA 
ATARI ST 
C64 DISK 
C64 CASS 
SPECTRUM CASS 
SPECTRUM +3 DISK 
AMSTRAD CASS 


DOUBLE 
DRAGON II 


Ferocious two-player simultaneous ; 'M 
martial arts mayhem. Evil fiends have ? 
captured your girlfriend - it's up to you V 
and your brother to rescue her. Don't fail. 1 
Through the town, countryside, mountains 
and finally into the lair. Usewhateverweapons 
you can find to stay alive. 


^ VIRGIN 6AMES 
2-4 VERNON .YARD 
119 PORTOBELLO ROAD 
LONDON W11 2DX 


AMSTRAD DISK 

































As you can see, Interdictor’s graphics ► 
could hardly be described as realistic — 
they are fast though. 

F| J#S 11 » simulators have always 
iLl been amongst the most 

popular form of computer entertainment and 
the Archimedes has, at last come of age, with 
the arrival of Interdictor. 

Put in control of a high-performance jet, 
your task is to fly along an enemy valley, 
destroying gun emplacements, capturing air¬ 
fields and generally causing as much aggro as 
possible to the ‘other side’. 

You start at your own base, armed with a 
selection of weapons. Rapid cannon fire 
destroys gun bases, whilst more powerful rock¬ 
ets enable you to blow up anything from enemy 
barges to bridges. Heat seeking missiles make 
ideal deterrents when air-to-air combat is the 
only option left. 

As well as weapons, your jet is equipped 
with all the usual instruments you’d expect on 
board. A radar and a map allow you to (hopeful¬ 
ly) spot enemy aircraft before they spot you, 




CLARES send the Archimedes skyward, but 
the interest level remains earthbound... 


whilst various meters provide information 
regarding your height and speed. A head-up 
display (permanently overlaid over the front 
cockpit view) shows the rate of climb using a 
scale of pitch bars. These are numbered from 
9 to 9 and move up or down depending on 
your current attitude (or angle!). 

Control of the aircraft is provided through 
the mouse, or by using an optional joystick 
(available from Voltmace). Sensitivity of control 
can be anything from sluggish to feather-light. 
The middle setting gives the best compromise, 
although it’s worth changing to the lightest 
when accurate control is needed, ie. flying 
under (and along) bridges. An ‘Autostab’ instru¬ 
ment acts rather like stabilizers on a bicycle, 
keeping you level(ish) when control gets out of 
hand. Very useful. 

Now, enough of the theory. How does it 
fly? Engines on, brakes off and we’re away. 
Pulling the mouse back slightly, raises the nose 
and the jet lifts off into the blue skies. 

One of the main selling points of Interdic¬ 
tor is its ‘attention to detail’, although I would 
hardly say that the odd ‘pyramid’ and the occa¬ 
sional rectangle go to make up a ‘realistic land¬ 
scape'. About the best stationary graphics are 
the bridges. The actual plotting can be a bit 
haphazard; at one time, the view out of the 
right window showed two mountains, with the 
furthest plotted on top of the nearest! 

The enemy (aircraft, trucks and barges) are 
by far the best graphics in the whole game, 
although it is rare that you’ll get close enough 
to take a decent look. Perhaps if a little more 
thought had gone into the landscape, the ‘real- 


_ RELEASE BOX _ 

ARCHIE £34.95dk _ OUT NOW 

No other versions planned... 


ARCHIMEDES VERSION 

Fast as you'd expect, but the power of the 
machine could have gone towards handling 
a more complex scenario rather than sim- 


ply dishing 
though... 

out 

speed. 

Good sound 

GRAPHICS 

7 

IQ FACTOR 

3 

AUDIO 

8 

FUN 

FACTOR 

6 

ui 

o 

< 

RATING 

650 




Should take you about three weeks to 
master, after which interest levels drift 
earthward. 


istic’ label would be justified. Maybe it’s meant 
to be Brazil you’re flying over and all the trees 
have been cut down! 

Flying the jet is easy enough and it doesn’t 
take long to master rolls, loops and other acro¬ 
batic feats. I can’t help feeling it’s all a little too 
easy though. Taking off along the width of the 
runway and going straight into a vertical climb? 

I think not. There’s no mention of the Harrier in 
the instructions but who am I to argue? Crash¬ 
ing is realistic though. Hit the ground and 
you’re dead! 

Fortunately graphics aren’t the only part of 
a game. This is no Chaplin film and sound 
makes an appearance wherever possible. 
Whether it’s the roar of the engine as you taxi 
along the runway, or the thudding explosions 
as your rockets bring the bridges down, all the 
sound-effects are excellent. Played through a 
decent amp, you could almost believe you 
were there - in the plane, not on the bridge! 

To sum up, what could have been an excel¬ 
lent game, is marred by some careless mis¬ 
takes, and also a general lack of interesting 
‘things’ to do. The whole program goes fast, 
although this is mainly due to (a) it being run on 
an Arc, and (b) there isn’t much going on any¬ 
way! 

Unfortunately Interdictor isn’t a touch on 
the latest 16-bit simulators (Bomber for 
instance), which is a shame. The Arc is capable 
of so much more and I hope Clares realise this. 
Given it’s raw power, the Arc could and should 
out-perform any 16-bit machine available. 

(What there is of) Interdictor is playable 
and fun for a few hours. Once you’ve bombed 
the bridges and managed to land the jet a few 
times, there isn’t much to hold your interest. 

Let’s hope the first flight simulator for the 
Arc isn’t the last. 


• Rob Miller 
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All mail order enquiries to;- 
Gremlbf Graphics Software Ltd. 
Alpha House. 10 Carver Street. 
Sheffield SI 4FS. 

Tel: (0742) 753423. 
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OUT OF THIS WORLD 


TOWER OF BABEL 

An intricate 3D strategy game involving an interconnecting 
network of towers, platforms and lifts all rendered in solid 3D 
with innovative light and shading techniques. Take control of 
robot spiders and program them to solve problems and puzzles 
and interact with other creatures, such as Pushers, Zappers 
and Grabbers. Alternatively, real time control is available to 
you at any time for instantaneous reaction to the game’s 
developments. For the more adventurous among you, there is 
a complete game designer, allowing the construction of your 
own series of towers, platforms and lifts. Attempt to fox your 
friends with your own fiendishly difficult creations. More than 
just a game, more than just a puzzle - Tower of Babel is a whole 
new concept in strategy gaming. 
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WEIRD DREAMS 

A RIDE ALONG THE ROCKY ROAD OF 
SUBCONSCIOUS THOUGHT, WITHOUT SHOCK 
ABSORBERS. 

Imagine yourself in a world full of nightmares with Dali-Esque 
creatures & mind eating eyes. Picture yourself in an upside 
down landscape Alone in a weird dream & wondering what 
I the . . . 


■' ;r~ “Weird Dreams is stunning. It’s one of the most 

& Mw&Mi 1 bizarre concepts yet seen on a computer being more of 

// \ f “masters OF STRATEGY 

^™ MICROPROSE SOFTWARE 

MicroProse, Unit 1, Hampton Road Industrial Estate, Tetbury, Glos, GL8 8DA. 










































































IT CAME FROM 

THE DESERT! 


CINEMAWARE produce their 
best game yet: great graphics, 
great sound, giant ants... 


ppiA ...that's one word you could use 
Cr lw when describing the latest - and 
arguably greatest - game to come over the 
Atlantic from the Cinemaware Corp, It Came 
From the Desert. Three Amiga discs this time, 
gulp. 

Power up the first disc and BLAMM!! - spe¬ 
cial effects, sampled music, sampled speech, 
the works. Not so much a loading screen, 
more an introductory disc. In 1985 you'd have 
put up Defender of the Crown to impress the 
neighbours, in 1989 you plug in Disc 1 of 
Desert. But what about the game itself? 

Drawing again from movie cliche, this time 
Cinemaware have captured the ‘Bug’ movie 
feeling perfectly (for the original see movies 
like Attack of the Killer Tomatoes ). In a delight¬ 
ful send up of a genre - never lapsing into the 
kind of mud-slinging that would break the spell 
- the program enters into a conspiracy with 
the player to believe that he (sexism is part of 
the cliche, unfortunately) is Geologist Greg 
Bradley working in the small 50’s desert town 
of Lizard Breath. 

You are a relative newcomer to the place, 
conducting research into the mineral content of 
meteor fragments, when a particularly 
unhealthy specimen plonks down just outside 
the town and - unbeknown to the innocent 
inhabitants - somehow produces a breed of 
giant ants that will overrun the town in 15 days. 
Unless you can 
intervene for the 
good guys! 

In fact there 
are two parts to It 
Came From the 
Desert. First you 
have to collect 
enough evidence 
to convince the 
local Sheriff that 
the problem is real 
and convince him 
to call out the 
National Guard. 

After that.you 

direct the forces against the invasion and final¬ 
ly seek out the lair of the ants and destroy the 
Queen Ant and the nest. No problem, eh? 

Cinemaware being the company that it is, 
the standard of both static and animated 


Eeek! It s ENORMOUS, Sidney! 



Yes, it was worth getting an Amiga, daddy. 


graphics i$ impeccably 
high. In the past, the 
main complaints have 
been against gameplay - 
here there is more than 
enough game and playa¬ 
bility in it to satisfy most 
punters. 

The main shell of the game has two ele¬ 
ments - your view of static locations, in which 
you can interact with a particular person shown 
to be present, via a highlighted response menu 
plus a scrolling map of the town. Moving the 
screen pointer to each location will give you its 
name, plus the amount of time it will take you 
to get there. 

Time is, in the present crisis, clearly of the 
essence and the game is played realtime, with 
a second of nowtime accounting for a minute in 
Lizard Breath. 

The attendant arcade sequences are a 
mixed lot. The one-to-one ant fights (where you 
have to shoot off the giant antennae, incidental¬ 
ly) are simple, relevant and well implemented. 
The above view games where you are fighting 
the ants en-masse are fun and have a direct 
bearing on the outcome of the game. Whether 
the same can be said of the knife fight (some 
of the inhabitants are a trifle violent!) and the 
‘Chicken’ driving game is more open to debate. 

However, fail in any of the games and you 
find yourself in hos¬ 
pital sentenced to 
any number of 
days on a diet of 
Jello. Attempted 
escape (so as not 
to loose time) 
leads into a hilari¬ 
ous top down 
game where you 
try to evade the 
hapless nursing 
staff and make it 
to the main 
entrance! Piercing 
sampled screams 
of, That’s Him! 1 abound to make this game a 
comic extravaganza! 

Taken as a whole, ICFTD is probably the 
best yet from Cinemaware - with special merit 
going to an atmospheric soundtrack - and any¬ 



one who enjoyed previous efforts are certain to 
enjoy this one. 

But the fact that it’s a 1 Meg only game 
and in many ways the gameplay itself, show 
that the company has probably reached the 
near limit of what can be achieved using its 
present design philosophy and technology. 
Never satisfied with second best, it’ll be inter¬ 
esting to see which way they go next. 

• John Cook 


RELEASE BOX 


ATARI ST £24.99dk 


IMMINENT 


AMIGA 


£24.99dk 


IMMINENT 


IBM PC 


£24.99dk 


OUT NOW 


AMIGA VERSION 

As usual Cinemaware do their best to squeeze 
the utmost out of the machine. No great technical 
feats, but the highest quality of presentation. 


GRAPHICS 


IQ FACTOR 5 
FUN FACTOR 7 


ACE RATING 895 
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GHOSTBUSTERS 

Four years after the block-busting success of GB1 
and David Crane's funky computer adaptation, 

ACTIVISION serves Christmas spirit with its turkey... 




CU ADTIM^ cocaine isn't the wis- 
vllV/n I IliU est of pursuits - as 
actor James Belushi was (so it is rumoured) 
unfortunate enough to find out. It not only cost 
him his life but a leading role in one of the 
biggest grossing comedies of all time. 

A staggering box-office revenue of $220 
million has inevitably spawned numerous cash- 
ins, including two lacklustre cartoon series: 
The Real Ghostbusters and Slimer! And The 
Real Ghostbusters plus associated parapherna¬ 
lia such as action figures keep the tills ringing. 

A film sequel was inevitable, but it almost 
didn’t happen. Fortunately the original crew got 
back together and as a result Ghostbusters II 
was able to pick up the story. Four years after 
the team busted the demonic gatekeeper that 
was terrorising Sigourney Weaver’s fridge, 
paranormal forces return to the city - and 
when Weaver, now a single mother, notices 
strange things happening to her baby...who’s 
she gonna call? 

The reunited Ghostbusters find themselves 
doing battle with a river of slime (which grows 
in response to people's negative emotions) 
flowing under New York and threatening to 
engulf the city. The slime’s destination is traced 
to an Art Gallery in the centre of the city, and in 
it lies an ancient and mysterious painting of an 
evil wizardly warlord called Vigo. 

Activision's computer incarnation of the 
original film has reputedly sold in excess of 
2,000,000 units, which must please its design¬ 
er, the near-legendary David Crane (who was 
also responsible for finding those Little Com¬ 
puter People). The task of converting the 
sequel however was carried out by Foursfield 
(Incredible Shrinking Sphere and the conver¬ 
sions of Time Scanner). 

But whereas Mr Crane chose to exploit the 
general Ghostbusting theme of the film as 
opposed to more specific elements like the 
Marshmallow Man, Foursfield has chosen to 
exploit specific aspects of the film - three 'key’ 
scenes, interspersed with choice snippets of 
digitised imagery from the film. 

A sampled remix of the original Ghost¬ 
busters theme and a neat introductory 
sequence create a film-like atmosphere before 
the game proper begins. The first section sees 
a Ghostbuster-besuited Dan Aykroyd (he wasn’t 
dressed like this in the film) being lowered 
down a shaft. Spooks attack from all sides (not 
in the film they didn’t), and Dan shoots them 
with his weapon while swinging from side to 
side - his main aim is to collect three pieces of 
a scoop which is used to collect a sample of 
slime from the river below (well, Dan did have 


to collect some slime in 
the film, but he was 
already armed with the 
scoop). 

Fast-forwarding 
through the best part of 
the movie, Section Two 
has you in control of the 
Statue Of Liberty and a 
crowd of native New York¬ 
ers. The idea is to guide 
her along the horizontally 
scrolling street, shooting 
oncoming ghosts with her 
torch. The crowd is used 
to collect the ectoplasm 
released by dead (!) 
ghosts while avoiding other ghouls on the floor. 
Quite where the torch and ghosts came from is 
anyone’s guess... 

The final section sees the ‘busters inside 
the Art Gallery in a confrontation with the arch¬ 
villain Vigo. Having carefully lowered the four 
Ghostbusters down a rope into the gallery (but 
not too fast or they die), your first objective is 
to dispose of Janosz (Vigo’s mortal minion) and 
rescue the baby to prevent Vigo’s power being 
boosted. But then Vigo steps out of the paint¬ 
ing and, via telekenesis, pulls the baby towards 
him. Quick! Avoid the energy bolts he unleashes 
and shoot him to win the game. 

Control of each Ghostbuster is transferred 
via a separate screen, complete with digitised 
mugshots. A twist in the gameplay sees two of 
them armed with proton guns, and two with 
slime guns. Janosz has to be shot with the 
slime, and Vigo (who steps out of painting once 
the baby is recovered) with the proton. 

Apart from the stills and explanatory text, a 
digitised picture of Vigo is shown following the 
team’s failure, and Janosz is heard to say: “You 
are like the buzzing of flies to heeem”. 

And that’s your lot. Even more astounding 


ST, AMIGA VERSIONS 

Nice graphics, detailed but not amazingly colour¬ 
ful. Sound is very impressive sampled stuff - the 
Ghostbusters theme. Both 16-bit versions make 
equivalent uses of their machine's potential, but 
early sightings of the 8-bit versions show that it's 
the gameplay rather than the presentationwhich 
really determines the quality - or lack of it. 


GRAPHICS 7 IQ FACTOR 2 
AUDIO O FUN FACTOR 2 

ACE RATING 251 


but true, these three scenes take up three 
Amiga disks (a staggering FOUR on the ST), 
and it’s a case of musical disks until you turn 
off. Sadly, Ghostbusters II looks like being one 
of the biggest turkeys you are likely to see this 
Christmas. It fails to succeed both as a film 
conversion and as a game in its own right. 
Interestingly enough the film was originally 
going to be called The Last Of The Ghost¬ 
busters. After this, I hope it is. 

• Brian Nesbitt 


AMIGA 

RELEASE BOX 

£24.99dk 

IMMINENT 

ST 

£24.99dk 

OUT NOW 

IBM PC 

£29.99dk 

IMMINENT 

SPEC 

£10.99cs 

IMMINENT 

AMS 

£10.99cs £14.99dk 

IMMINENT 

C64/128 

£10.99cs £14.99dk 

IMMINENT 



PREDICTED INTEREST CURVE 



ST/AMIGA mm 

Watch And Wipe software at its best. See the 
film instead - it’s considerably cheaper and 
much more entertaining. 
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IS YOUR LIFE LACKING A CHALLENGE? 

NEVER MIND ! 

THE ANSWER TO ALL YOUR PROBLEMS 
(AND THE CAUSE OF SOME NEW ONES) 

IS HERE 

★ STUNNING 3D ISOMETRIC GRAPHICS 

★ OVER 250 DIFFERENT SCREENS & PUZZLES RANGING 
FROM THE EASY TO THE MIND BOGGLINGLY DIFFICULT 

★ INTERACTIVE PLAYSCAPE 

★ INTELLIGENT OPPOSITION 

★ CUBIC CHAOS 

Never Mind is a unique combination of arcade action and mind numbing 
problem solving, and uses a clever blend of computer-generated and hana- 
crafted puzzles. Is vour brain up to the most intriguing challenge of the 
decade? There's only one way to find out. . . 

Screen Shots taken from the Amiga and PC Versions 

ATARI ST £19.95 AMIGA £19.95 PC £24.95 051-709 5755 


PSYGNOSIS 
GAMES PEOPLE PLAY 


























Outnumbered, outgunned - human cunning and ingenuity are your 
only chance! 

Mankind is prosperous, unthreatened and therefore militarily weak, 
yet through technical supremacy has spread throughout the galaxy. 
The unthinkable has happened - thousands of armed alien vessels^ 
pass unchallenged through the occupied quadrants of the galaxy. The 
first violation has occutjed. Alien forces penetrate the station 9W/4 
vital to human inter-galactic communication. Your cunning and 
ingenuity in controlling and programming the maintenance droid on 
the station is the last hope of mankind. 

• Strategic gameplay giving months of enjoyment. 

• Fast paced action. 

• Superb graphics. 

• Immense play area with four decks and entire alien vessel. 

• Attention to detail gives total enjoyment. 

• Choice of action orientation or deep strategic play. 

ANOTHER RAINBIRD CLASSIC 


FIRST CONTACT ... A MEETING OF SPECIES 
...BUT NO MEETING OF MINDS. '—*7 
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GALAXY FORCE 


ACTIVISION convert 
Sega's eight-legged 


arcade monster. 


^ hi AYV Force was a coin-op for 
UHLAAI the sea side piers and 
larger downtown arcades. An eight-legged 
monster with a hydraulic seat, massive screen, 
and speakers tucked into every nook and cran¬ 
ny, it was a monster - even by Sega's gargan¬ 
tuan standards. 

As is often the case, the deluxe hydraulic 
version was something of a loss leader for the 
larger number of uprights that were to follow. 
Unfortunately for Sega, the game just didn’t 
seem the same without your seat being thrown 
back as the ship zoomed forwards. After one 
short summer season Galaxy Force, the zenith 
of bells-and-whistles hydraulic arcade entertain¬ 
ment, had just about disapeared. 

Meanwhile, Activision boss Rod Cousens 
announced that autumn to a press gathering at 
the London Intercontental Hotel that his compa¬ 
ny had signed the rights and would be convert¬ 
ing it for home use in Christmas ‘89. A few 
mouths dropped open in disbelief. Was this 
scepticism premature? 

The results of this conversion are very far 
from what most people who have played the 
coin-op would regard as being a game of 
Galaxy Force. There has to be a point where 
the experience of playing the home version is 
so different to the experience of the coin-op 
that it is reasonable to put the question: are 
they the same thing at all, and - if not - is it 
therefore fair that they carry the same name? 




The coin-op had amazingly 
fast, detailed, and colourful 
graphics with a space ship for 
you to control that could slow 
down, speed up and turn through 
almost 360 degrees. The ST ver¬ 
sion is slow, has blocky graphics 
utilising a very limited colour palette, and does 
not flip through 360 degrees, or anything 
remotely like it. 

The five levels are selected by pulling the 
joystick to the right bringing into view a cameo 
view of the terrain on each level. They vary 
from aerial combat to caverns, trenches and 
deep space. Apart from blasting anything that 
is locked onto by your computerised cross-hair, 
your aim is also to penetrate the enemy 
fortress and destroy their HQ. 

Each of the five levels plays very much like 
the last one. There are power-ups but these 
offer little discernible difference to your ship. 
Shield strength and energy bonuses are regis¬ 
tered in your control panel as is a digital dis¬ 
play of the time left to complete your mission. 

About the best part of the game is when 
you are inside the fortress and have to swing 
right and left to avoid crashing into the walls- 
but this too is let down by poor control of the 
ship and the inabliity in certain situations to 
‘right’ your position should you collide with a 
wall. 

What Galaxy Force boils down to is a very 


se 27 


3D deep space really shouldn't be as blocky as this. 


rudimentary 3D shoot’em up with average 
graphics and sound. The coin-op relied heavily 
on the gaspability of the graphic wonders that 
could be created by its twin 32-bit processors 
and 16-bit sound processor. The game design 
was never much to write home about - and 
without the all singing, all dancing, rockin’ rollin' 
hydraulic cabinet it just ain’t the same. 


• Eugene Lacey 


RELEASE BOX 

ATARI ST 

£24.99dk 

OUT NOW 

AMIGA 

£24.99dk 

IMMINENT 

C64/128 

£9.99cs£14.99dk 

IMMINENT 

SPEC 

£9.99cs £14.99dk 

IMMINENT 

AMS 

£9.99cs£14.99dk 

IMMINENT 



ST VERSION 

Dimentia were the development house who put 
their name to ST Galaxy Force. I can't believe it is 
one of their proudest achievements. The 3D rou¬ 
tines just aren't convincing. Its graphics are C64, 
circa 1985, standard. 


GRAPHICS 


IQ FACTOR 3 
FUN FACTOR 3 


ACE RATING 395 


PREDICTED INTEREST CURVE 


Not exactly in the great tradition of arcade 
conversions, Galaxy Force fails to impress 
from the start and never recovers. 
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ANYBODY 


remember Paul 
Shirley? Well, if 


your games-playing history doesn't go back 
beyond a couple of years, it’s a good bet you 
don’t. But if you’re a seasoned gamer, you’re 
most likely to reply, “The Paul Shirley?” as 
young Paul was the man behind Spindizzy, an 
upmarket clone of Atari's Marble Madness, and 
one of the true all-time computer classics 
which, sadly, never made its way onto the 16- 
bits. 


Now, after a two-year absence, Paul has 
returned with Quartz, another brilliant clone - 
but this time he’s not drawn inspiration from 
any one game, but from every shoot ‘em up 
ever written! Quartz traps you inside a huge 
crystal, with the simple objective of escaping - 
alive. 

Anybody who knows anything about 
physics will tell you that a crystal is composed 
of many different layers, and it’s these layers 
that form the basic layout of the game. The 




lynchpin of the entire game is the Lattice, an 
eight-way scrolling shoot 'em up set in the core 
of the crystal and based on the classic Aster¬ 
oids. Here, though, the asteroids are replaced 
by coloured Hadrons that float around the Lat¬ 
tice. Shooting the Hadrons break them up into 
smaller Quarks which in turn become col¬ 
lectable Neutrinos when shot. Collect the cor¬ 
rect amount of each colour Neutrino, and they 
can be traded in for a power-up, and this is 
where the real fun starts. 

Your ship is equipped with three empty 
weapon slots (upgradeable to six), where 
weapons are placed when purchased. This sys¬ 
tem allows any combination of the ten 
weapons to be fitted, so - depending on your 
playing style - you could have three Octoguns, 
an Octogun, plus a Bomb and a Flame, 
or...anything you like. The function keys switch 
the weapons on and off, allowing you to switch 
over to the correct weapon for the next sec¬ 
tion. 




RELEASE BOX 

AMIGA £24.99dk OUT NOW 

ST £24.99dk OUT NOW 





AMIGA VERSION 

It's business as usual apart from the soundtrack. 

It's more technically accomplished than the ST's 
as you would expect with sampled speech, but it's 
not the same racey tune - it's a more downbeat 
affair that doesn't work quite as well. 

GRAPHICS 9 IQ FACTOR 4 

AUDIO 9 FUN FACTOR 9 

ACE RATING 905 


The man behind 
Spindizzy returns with 
a stunning shoot-em- 
up for FIREBIRD. 



After a minute or so of blasting and collect¬ 
ing, you are dragged off course into one of the 
four other layers of the crystal. The Atomic 
Zone is the classic left-to-right scrolling shoot 
‘em up with a number of novel twists (rotating 
arms of flame, for example, similar to those in 
Super Mario Brothers) and The Nucleus, an 
end-of-level baddie that must be destroyed one 


You can’t go wrong! 


ST VERSION 

The soundtrack is perhaps this version's 
strongest aspect - fast moving, bouncy and 
everything else an action game theme should be. 
Can't wait for the CD Single! 


GRAPHICS 9 IQ FACTOR 4 


ell at a time. 

The Void scrolls from top-to-bottom. Noth- 
ig special there, but the swarms of aliens are 
iccompanied by meteors that come OUT of 
he screen at out, Galaxy Force- style, gun 
istallations, and an even tougher guardian, 
'he Lair scrolls from right-to-left and plays like 
i mairror image of the Atomic Zone, but is 
nuch tougher due to the deadly force 
ields and electric storms. Finally 
here’s the Organic Zone, a classic 
)ottom-to- top vertical scroller in 
he Xenon mold where every- 
hing has an Alien-esque slimey 
eel - look out for the pulsating 
Drain at the end! 

When one of the sections is 
:ompleted, it’s back to another, 
tougher Lattice, swarming with 
aliens as well as Hadrons. And so it 
goes on... 


AUDIO 


10 FUN FACTOR 9 



ACE RATING 905 


Quartz is sheer brilliance - virtually flaw¬ 
less in every aspect. Each of the five separate 
levels is a respectable game in its own right, 
but bundled together they make an awesome 
combination. It’s tough...but not so 
tough as to be frustrating or off- 
putting. Aesthetically, it’s a 
dream; with Bob Stevenson’s 
top-hole graphics lend a touch 
of class together with some 
of the best soundtracks heard 
on the ST and Amiga to date. 
Quartz is an amazing game 
seriously rivals Xenon II in the 
shoot ‘em up stakes. 

• Gary Whitta 
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Starring YOU — Supported by a Cast of Thousands — 

Featuring Novice, Wizard, the Strange Little Girl, Rat, Ghosts ... 

Showing on the Micronet, Prestel, Telecom Gold Screens for Shadists Everywhere ... 


is 

r 0\\\ ' 


SHADES THE ULTIMATE ADVENTURE MULTI-USER GAME... // 




The game that’s unique! Forever changing. Always different. Can YOU outwit the brains of real 
human opponents rather than a pre-programmed computer chip? Meet people. 

Make friends. Face and overcome adversity to rise through the ranks and 
wield power over the land. 


But don’t be fooled - all may not be as it seems! 

SHADES is available to computer owners exclusively on Micronet, 
Prestel and Telecom Gold. For further information fill in the coupon 
or phone free on 0800 200 700. 


/ 














itinueve 



RUBBLE, ASHIS, MISERY, DESTRUCTION, 4 RUED THUCS, 
POWERFUL CRIMINALS, 4140 SCIENTISTS, DEPRIVED 
MURDERERS... AND 4 IRAN: JUNOLE R00ERS, DOSS OF 71 
URBAN JUNOLE. WHEN THERE S NOTHINC ELSE WORTH 
FIGHTING FOR, YOU HAVE TO FIGHT FOR TOUR LIFE. 


JDistnbuledj 





































GRAPHICS 8 IQ FACTOR 7 
AUDIO N/A FUN FACTOR 8 

ACE RATING 820 


PREDICTED INTEREST CURVE 


minute hour - day week month year 

ST 

Great fun to get into, and a pleasure to be 
treated with typical US attention to detail, but 
in the end the action loses interest. 


The four adventurers (seen in the status panels to the side of the screen) begin to 
explore an ancient building. As you can see, Drakkhen's atmospheric 3D graphics are 
extremely impressive. 


RPG Francais from Info- 
grames... 


W late, the French have started issuing a 
more than serious threat to the British 
software market. With the excellent Future 
Wars hitting the shelves over Christmas and 
now Drakken, it looks like 1990’s going to be a 
heady year for the Gallic software tycoons. 

Drakken is a stylish role play, set in your 
typical run-of-the-mill fantasy world, bringing 
together four adventurers to triumph over yet 
another horde of evil demons. As with most 
RPG's you have to create your little band from 
scratch, but you cannot re-roll the dice to 
change a character's statistics, so it’s quite 
easy to have a varied party. With a choice of 
fighter, scout, magician or priest you can play 
the field and have an immense number of abili¬ 
ties at your disposal. 

All commands are issued via the mouse 
and the return key, then through a pleasantly 
tidy operating system. When the group travels 
across the land, they move as a unit. Pressing 
return divides the party into the four members. 
From there you can send each one on a sepa¬ 
rate task. 

The only problem with moving the group 
(or a character) to a different location is the 
time factor; first you select where you want 


them to go, then sit 
back and wait for 
them to get there, 
taking all of half a 
minute at times. 

Manipulating on 
screen objects is 
achieved by placing 
the cursor over 
them then clicking the left button, similar to the 
system in the Sierra games. There is also a list 
of commands which are accessible when an 
individual character is selected, including a use¬ 
ful search facility. 

Interactions between computer controlled 
characters and your team is basic but effec¬ 
tive. You're given the choice of greeting, ques¬ 
tioning or impressing them. Most of the time 
any of these will obtain a useful reaction, 
though on the odd occasion they will attack. 

Combat is also executed in a simple, effec¬ 
tive manner, merely click the pointer on the 
creature you wish to maim and the character 
nearest will strike a blow. Naturally you can 
expect some fierce retaliation. Spells can be 
used by the magician and priest and are oper¬ 
ated in much the same way as the combat, 


select a spell and click where you want to acti¬ 
vate it. 

As RPG's go Drakken is a fine game, 
though perhaps lacking the depth that makes 
a classic game. But on the whole a fun, lasting 
fantasy jaunt. 

• Mark Patterson 


_ RELEASE BOX 

ATARI ST £29.99dk _ OUT NOW 

AMIGA £29.99dk _ IMMINENT 

No other versions plannned. 


ST VERSION 

The major plus is the speed. Combined with the 
smooth command system, the game flows very 
smooth. The graphics are utilitarian, but provide a 
few nice surprises later on in the game. A worth 
while RPG. 
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Q 1989 MIRRORSOFT LTD. 


Get ready to experience the % 
Horror and Glory that was the 
battle of Austerlitz! « 


The date is the 2nd December 1805. 
The place is a few miles east of Brunn 
in the province of Moldavia. Ranged 
across the barren Pratzen heights are 
the forces of the Austro—Russian army. 
Facing them, between Santon Hill and 
the River Bosenitz is Napoleon’s Grand 
Armee. The greatest battle ever to be 
fought by France’s .‘Little Corporal’ is 
about to begin. 

Using a unique system developed by 
Dr. Peter Turcan, AUSTERLITZ gives 
you the opportunity to relive that 
battle. The battlefield is represented on 
your screen in incredible 3D graphics. 
You can actually observe your troops as 
they move and fight their way across the 
terrain. - 

Your orders are written out for your 
Corps Commanders, just as they would 
have been at the actual battle, and then 
relayed by messenger riders. Of course, 
orders might be reinterpreted, ignored, 
or even fail to get to their anticipated 
destination, and even if they do arrive, 
it all takes time - exactly the sort of 
problems faced by Napoleon and the 
Russian Czar Alexander on that cold 
winter day. 

Play AUSTERLITZ^ and take up the 
challenge that gives you the chance to 
rewrite the history books! 






















THE CYCLES 


ACCOLADE put the PC on 
two wheels and give you 15 
tracks to choose from. 



Heading up to the finish (with most of the other competitors 
ahead of you unfortunately) in glorious 3D on the PC. 


PVAAVl y what kind of bizarre 
CAAw I LY chimera you’d get if you 
fused a stereotyped biker with the average PC 
user must stretch even the most vivid of imagi¬ 
nations. I can envisage the scene now. 

Dressed in full M&S rig - with tassles - he 
approaches the machine. Nonchalantly mount¬ 
ing the swivel chair, he whips off the studded 
leather dust cover (IBM Rools) and powers up 
the International Bonneville Machines 45 MHz 
386 with an 80 Meg hard disc. 

The internal drive growls into life as the 
whole kit surges power into the customised 
monitor. As the C prompt bursts onto the 
screen he sends the mouse screaming across 
the desk into a full blown wheelie and taking 
the first double click blindingly fast, brings 
up.well....The Cycles probably. 

Published by US firm Accolade, pro¬ 
grammed by the Canadian mob at DSI, The 
Cycles is very much a transatlantic product 
aimed at the recreational PC user and attempts 
to capture the thrills, spills, hills, and chills of 
international Grand Prix motor cycle racing. 
And it’s nothing if not comprehensive. 

As you come to expect from US software, 
there are options galore before you even set 
foot on the tarmac. Take a practice lap, a sin¬ 
gle race, or go for the big one - a full season 
of 15 races, each round a different track. 
Choose a difficulty level - there are five in all 
from easy-peasy auto gear change, undam- 
agable bike and boy scout opposition to full 
manual, full realism on a track 
full of Hells Angels. 

Choose name, number of 
laps per race, then go on to 
choose your weapon - 125cc, 

250cc or the big mutha - 
500cc racing beast. Four 
cylinders, six gears, 165mph 
at full wack. Ouch! So on to 
the race itself. 

Selecting one track from 15 international 
venues (the Brit track is Donnington Park, not 
Silverstone - boo!) you find your view is a clas¬ 
sic 'over the handlebars' job, rather than the 
behind the bike view of, say, Hang On or 
Honda RVF. First thing - you take one lap to 
qualify for a place on the grid. Vroom! 

Using joystick or keyboard, the controls 
are simple enough - faster/slower, left/right, 


change up or 
change down - and 
quite responsive. 

Particularly good 
news for non-stan¬ 
dard joystick own¬ 
ers is that you cali¬ 
brate your stick 
before the race. 

Zooming off the grid at high speed (on the 
higher difficulty this levels results in spectacu¬ 
lar wheelies) you have the track to yourself and 
there’s no denying that it’s fun. Going into a 
turn does not tilt the horizon - that stays level 
the whole time - but the handlebars turn in, 
and the right clutch hand animates when you 
change gear. 

Another neat touch is the way that track 
gradients have been handled, with quite realis¬ 
tic dips and hills to encounter - certainly the 
best I’ve ever seen on a PC to date. 

Finish the lap, get a grid position and the 
real thing starts - against nine other guys. 
Some drive pretty damn fast and all seem to 
get in the way just when you’d rather they 
didn’t. All ex-bike messengers probably. 

The whole event is undoubtedly a good laff 
and if you want to take on a whole season the 
program even allows you to save position and 
come back to complete the marathon another 
time. But does The Cycles ever manage to 
make you suspend your belief that you are ever 
doing anything other that playing a computer 
game? Unfortunately not. 

Partly it’s the hardware 
limitations of the PC. Most of 
us will have to put up with 
Spectrum-standard sound - 
although those with Tandy 
sound or Ad Lib boards will do 
much better. The graphics 
can’t be to blame - EGA is fine 
and CGA is, well, adequate 

yuckky CGA. 

Probably I’d pinpoint lack of speed as the 
major factor. It’s not that Cycles is slow, far 
from it, but it doesn’t seem to deliver quite fast 
enough to convey that extra bit of realism the 
hardened computer biker will hunger for. 
Makes you wonder how much of an overhead 
that very nicely implemented, but largely 
unused, rear view window takes up? 


However, The Cycles still comes well into 
the category of 'quality product' and as long as 
your expectations are not unrealistic will not 
disappoint if you’re looking for a fun race game 
with enough options to make sure you’ll be 
playing it for more than the customary couple 
of weeks. Yet another reason to consider buy¬ 
ing a sound board, too! 

• John Cook 
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SNARE 

THALAMUS ensnare late night game addicts with their newest puzzler 


QUEDEX 


remember that? Well, 
unless you're a C64 owner 
who enjoys puzzle type games you probably 
won’t. The idea behind the game (which inci¬ 
dentally gained an ACE Rating of 934 in our 
very first issue) was that you controlled a ball 
rolling across a series of planes. The aim was 
to exit each plane in the quickest possible 
time, but in order to do this you had to solve 
some very tricky problems first. The resulting 
game was addictive enough to keep even the 
most somnolent person playing all night. 

Thalamus' latest puzzler, Snare, is very 
much in the same vein. This time, rather than a 
ball, you control a small spacecraft which 
glides over a platform. Using the joystick you 
can control the craft’s speed and direction, as 
well as making it fire and jump. Turning is a lit¬ 
tle confusing at first because the whole screen 
suddenly flips through 90°. Until you become 
accustomed to this it can be very disorientat¬ 
ing, especially if you make several turns in 
quick succession. Eventually you think nothing 
of it, but it is still quite confusing watching 
somebody else play. 

Mastering jumping is absolutely essential, 
because there are many occasions on which 
you have to leap chasms between platforms. 
It's not just a case of moving to the edge of the 
platform and leaping either. You have to care¬ 
fully gauge your speed on the approach. Get it 
too slow and you won't make the distance and 
consequently end up plummeting to a very 
sticky end. Approach too quickly and you’ll 
probably overshoot and smash into a wall on 
the opposite platform. 

Again the idea behind this game is to find 
the transporter that allows you to exit each 
level. Occasionally a level will be divided into 
several sections, each of which is linked by a 
further transporter pad. 

Solving each level is not quite as simple as 
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The switch in the corner turns on a 
turns it off again. 


gliding about until you find the 
exit however. Firstly, each level 
is divided up into corridors by 
walls. Hit one of these and 
you're a gonna. Secondly there 
are a number of special tiles 
strategically placed on each 
level. Each of these has a dif¬ 
ferent effect on your craft if 
you pass over them. The 
effects vary from minor incon¬ 
veniences (like preventing you 
from turning) to disasters 
(sending you hurtling forward 
at full speed towards a nearby 
wall for instance). 

Each of the different types 
of tile is colour coded, but it is all too easy to 
forget which does what. This is the one small 
gripe I have — it would have been better if 
each tile had a completely different design 
rather than just being a different colour. The 
problem is not enough to spoil the game how¬ 
ever. 

Another problem you have to face are the 
alien ships which patrol each level. These keep 
to set routes rather than attacking you directly. 
Contact, however, is still deadly. It will do you 
no good whatsoever to simply blast every alien 
ship you come across (some of them are inde¬ 
structible anyway). Many of them are essential 
to the completion of the level. In some cases 
you must redirect the alien by building new 
walls to force the enemy ship to lay new tiles 
for you. 

There are also switches which affect some 
part of the platform you are currently on. Unfor¬ 
tunately they can also be activated by the 
aliens. It is most distressing when you are 
about to cross a bridge which has been erect¬ 
ed by throwing a switch, to find it suddenly dis¬ 
appear because some inconsiderate alien ship 
has run over the same 
switch. 

The first few 
levels of Snare are not 
that taxing, but you will 
soon find that quite a 
bit of lateral thinking is 
required if you are to 
progress. The arcade 
style aspect should not 
be quickly forgotten 
either. At times you 
need a pretty dextrous 
joystick technique to 
overcone some of the 
devious obstacles the 
programmer has put in 
your way. 

if you don't like 
games that require too 



At last! A transporter, but watch out for the alien craft. 

much thinking then I can't really recommend 
this to you. On the other hand, if, like me, you 
enjoy putting the old grey matter into play from 
time to time then this is just your cup of tea. 
Go ahead and try it — you'll find it frustrating, 
>but I guaruntee you'll be back time and time 
again until you complete it. 

• Laurence Scotford 
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RELEASE BOX 
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No other versions planned. 


C64 VERSION 

The graphics are really not all that hot. In fact I’d 
go as far as to say that they are functional. There 
could have been improvements here, but fortu¬ 
nately the game is not spoiled too much by this 
inadequacy. The sound is generally good, and not 
too obtrusive (important when you’re trying to 
think on your feet). On the whole Snare on the 64 
is an enjoyable and very addictive game. 


GRAPHICS 


IQ FACTOR 9 
FUN FACTOR 8 


ACE RATING 825 
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STARBYTE clown about with manic 3D platform fun 


Smith’s well-known and 
ancient debut, Manic 
Miner, was one of those rare games in which 
simplicity was the key to success. It featured 
small, but cute sprites, an uninvolved scenario, 
and straightforward two-dimensional play- 
screens. It doesn't exactly sound like a recipe 
for an inspiring game does it? 

The game was a runaway success. Highly 
playable and extremely addictive, it set a 
precedent for games to come and - together 
with other classic titles like Boulderdash and 
PacMan - helped establish the golden rule that 
large colourful graphics, megabytes of digi¬ 
tised sound, and highly complicated gameplay 
are not prerequisites of a great game. 

Top marks, therefore, to Starbyte for 
rejecting current trends towards highly com¬ 
plex scenarios and producing a game which 
has many of the qualities of Manic Miner, and 
combines them with another great classic in 
the same vein - Pacnnan - bringing both con¬ 
cepts up to date. 

In Clown-O-Mania you play Beppo, a circus 
clown. One day he discovers a map showing 
the way to a 'land of many crystals', and 
decides to give up clowning for ever to go in 
search of them. Simple, eh? 

The actual land Beppo finds is made up of 
a series of three-dimensional platforms on 
which are arrayed small round crystals (worth a 
measly 1 point each) and more exotic angular 
crystals (worth a handsome 10 points each). 
These Beppo must collect in PacMan style as 
quickly as possible. There are also roving nas¬ 
ties of varying shape, colour, and deadliness to 
contend with. 

Movement is achieved using the joystick 
(which actually takes a little getting used to 
because of the angle of the platforms). To get 
between levels Beppo must use little yellow lad¬ 
ders. Occasionally there are funnels which he 
can fall into to descend to a much lower plat¬ 
form or Trampolines and Volcanoes which can 
be used to reach higher ones. The only other 
means of transport over large distances are 
beamers. These are little square teleport pads 
which can more often than not prove to be 
extremely frustrating. 

Just in case you think that all you are get¬ 
ting here is a souped up 3D Pacman variant, I 
ought to say at this juncture that there is plenty 
of thinking involved as well, especially on later 
levels. For example, you will discover squares 
which change colour as you walk over them. If 
you manage to complete the level leaving all of 
the squares the same colour you will earn a 
massive 10,000 point bonus. That’s not as 
easy as it sounds. As the levels become harder 
you will frequently find that you 'paint yourself 
into a corner’ as it were, and have to undo all 
your careful work to get yourself out again. 



As if colouring squares wasn’t enough, you 
will also have to master the use of pyramids. 
These come in two forms. Blue pyramids, when 
dropped, become obstacles which prevent the 
movement of any nasties that try to cross 
them, so you can use them to fence monsters 
in. White pyramids, on the other hand, will 
destroy any creatures that come into contact 
with them. 

There are many goodies to be had to help 
you on your way: Clown masks will give you 
extra lives; Razor Blades can be collected and 
fired at the nasties; and Jumps can be collect¬ 
ed which allow you to leap over gaps. The lat¬ 
ter two shoot round the screen at a rapid rate, 
so collecting them is not that easy. 

Once you get further into Clown-O-Mania 
you will also begin to encounter other interest¬ 
ing features like one-way tiles, speed-up tiles 
and other similar items, all of which must be 
taken into account as you plan your completion 
of each level. You will find that you whizz 
through the first few levels quite quickly, but 
don’t worry - there are seventy of them and 
they get tricky very quickly. 

If you enjoy puzzles combined with fast 
action then Clown-O-Mania is most certainly 
recommended. It’s very easy to get into, but 
should still provide a long-lasting challenge. 
Smooth multi-directional scrolling, colourful, 
well-animated sprites, and pleasant background 
ditties all go to make up a very polished and 
entertaining game. 

• Laurence Scotford 


AMIGA VERSION 

A very competent looking game. It isn't exactly 
straining this machine, but it plays well. Good use 
is made of a set of scrolling horizontal and verti¬ 
cal bars in the background to give a sense of 
great depth. Nice toons too. 


GRAPHICS 8 IQ FACTOR 7 
AUDIO 7 FUN FACTOR 8 

ACE RATING 805 
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